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anesraraes 


Encounter Checklist Synopsis 


Do Ik* Reed th« Monu«f Description Flm! 

I. Surprise. On1N» Am round orVyl Roll ldftlo* 
foe and you. On 1*2 iuiprMed. 


2 Spell or talk? On the fu»i round only' Decide 


3. Srtfct Action If not catling ipeli or 
E*ede. Mr ike. or uea an Warn 
4 taftiecfve RoM Id6 for wet*. Nghcet 


3 Action. 


7 VChrMtov 



Ml 40 Animal H*fi 
Evnnc tft T#ik AC 7; TMACO 
Atk ld?0 Spcl Any hrt M28 
itnm noto. T1 — XP 5 hp ' 2 each 


M2 2 Anl. . .:U)S«^.-12 
Evade n. Talk —. AC 7(E) THACO Tfc: 
Aik 7-8: Any hit MlOQ. t-7 M29. 
18-13 M3C . 70 U31; imm hreh.iU. 
(fie «v.»ir, AM. fnvtt otumt TS scroll 
XP 2 np !4 each 


M3 I Bet'liuk. I - • Ssvti 17. Fvado 6‘ 
Tail AC 7(2). TMACO II. Atkd'O 2 
And owe. 5pci Hits - M32 1-2 M:>3. 

5 0 S'?4 in MM. 20 M36;lmmfiro 
wall, nWa - hoi<l. slaep. phnnt . TS rod: 
VP 10. hp 40 


M4 1 Boai - '/iSa.;* » V Evu«k- o 
Talk - ; AC 5. THACO *2. ATk d8/d8/d10; 
Spot !-? M37 10-11 MM 
10-20 *830 Imm Add steep; TS 
XP 5. frp 27 


M5 i BUM -adding . - ) Save H 
Evade 4: Talk AC 5; THACO 10 
Atk Id*; Spcl 12 M40, II struck 1841; 
Imm fire wall. hold, sleep, ptuint .:TS - 
XP 15. hp -*5 


M6 17 Brigands • * i 2) Save 10. 
Evsdo 13; Talk W70; AC 4 THACO 1?. 
Aik da. Spcl 1-2 1842- Imm none 
TS com; XP !0; fip 3 tact* 


M7 ' Buffr>i■» jr 4. *;*v - tfc; Evade ' 
Talk AC 7; TMACO 16; Aik 2d8t 
SpQi 1-2 M43. 5 0 1844.20 M45. 
linn. 0o/diT$-; XP 3. hp 16 


M8 ' . -md: Ui'*l Save 
Evade H; Talk—; AC2;THACO IG 
Aik IdG; Spcl 5-6 M46. 14-15 M47 
20 M40 Imm halt*, vs - XP 5, hp »4 


M9 1 Chimera; ( 7 , Save 12; Evade ’ 3. 
Thlfc —; AC 4; TMACO i |j Aik 1-3/ 
1-2'2d4/di0/d10 - 2; Spcl 10 1846; 

20 M50. 1st'roll odd MS*. 

Imm the wall, hold, pbanr •Jeep, 

TS bag XP 20 hp 40 


M10 > Ocvn 8o 11 Savi 

Evade 11; Talk W71. AC 3 TMACO 11 
Aik 2d6; Spcl none imm fire wait, fnvts 
normal wpn, iterc. T6 potion XP 15: 
hp 32 


Mil Oluplt*c?r Bt-isl. » *1 Save :: 
Evade 11. Talk - AC 2 THACO I4r 
Aik 2d4*7(14. Spcl 10-11 M52 
12-13 M53. 16-20 M54. Imm hte wall, 
hold intis.: TS scroll. X*> 5. hp 25 


M12 2 Giani Weasels (*1/8) S*ve 10 
Evade 13. Talk -* AC 7; THACO 16 
Aik 2d4. Spcl Any Mil M65: Wnn. fire 
wall, in vis. sleep: Xi —: XP 2; 
hp 20 each 


M13 1 GyerUMv Ir 1/21 Save 18 Evade 9 
Talk W72. AC 3: THACO 17 
Aik <J4'd4,'2d4 Spcl 1-4 M56 
5-8 MS 1 13-16 MSB; Imm none; 

TS coin 12 XP—, lip 13 


M14 Hill Giant ( Save ‘ ° 
Evade 11: Talk- AC 0; THACO 12. 
Aik 2d6; Spd 1 7 M59, 10 I» M60. 
20 M8i; Imm tire wall, hold 
sleep, weir. TS sack; XP 17; hp 38 


Ml5 i innem Sv/orm ( ) Save 17 

Evade 17; Talk —• AC 7; THACO - 
Aik 2 pt/round; Spcl Any hit M62, 

If atruev MB3; Imm hold normal wpn: 
TJ —; XP — hp 18 


M16 1 Kryat. I - ) Save 7; Evade 5; Talk 
A60; AC 2: THACO M; Aik dl2'dl2/dl2; 
Spcl 1-2 M84 9-10 M65. 19-20 M66; 
Imm dissolve fire woll, hold, normal 
wpn. 1st and 2nd level spells. 

TS polion/coln « T3; XP 20; hp 42 


M17 Living Stnluo: (xi) Sav »6. 
Evndfi 11; Talk C20. THACO *5 
Atkd6*2/d6 2:Spc'i-2 M67. 
13-14 1868 20 M69; Imm tire ivpli 
sleep: TS - XP 10. hp 20 


M18 1 Mdlfcr.1 ( - rjiveo. E'.ide 
Talk W73; ACU: THACO 11. 

Aik dl(i/di0'd8; Spcl Each b.le M70. 
1-2 M71.9-I0 M72 20 *873. 

Imm tire wall, phtmt *leop web 
normal wpn TS chest XP 25; hp 39 


M19 f/anscorpion. *i/4)Sav' 17 
Evade *6. 7»!kA81 AC 1, THACO 17. 
Aik 3d6/dl0; Spcl Any slmg 
(OI0) M105.V2 M74. 10-11 M75 
is M76 20 M77; Imm lire wall sleep 
wob TS rod 4 potion; XP 22 hp 32 


M20 M.lgor t - ) Save 5. Evade i' 
Talk D20; AC 2; THACO 12; An cfB'dO: 
Spell-4 P87fl, 18 or 20 M?6. 

Imm spells; TS XP 1C hp 36 


M21 Mud Golem —) Sav* \2 
Evade 9 Talk AC 9. THACO 12: 

Aik 7d8 Spcl 10-11 M80. 10-20 MB1 
Imm dissolve tire wall. hold. In via . 
sleep, wetr. IS — XP 12; hp 30 


M22 Rhugodcsou (*l/4) Save 16. 
Evade 12; Talk AC 5; THACO 15. 

A:k special. Spcl Any hll M82 
1-2 M83. 3-4 MB4: Imm dissolve, hold, 
ifivls . phant. sleep, wetr. TS - XP 2: 
hp 20 


M23 Roc Small; <»1/3)9nve 16 
Evade 14; Talk —; AC 4; THACO 14 
Aik 2-5'2-5'2d6; Spcl 1-2 M85 
19 M8B; 20 M87: Imm lire wall, hold 
sleep TS XP 5; hp 24 


M24 Hock Python ( 3 > Save s 
Evade 9; Talk AC 6; THACO 15. 

Aik Id4 . Spcl Any hit M88 Imm tire 
wall hold, tleep. TS —: XP 4 . hp 22 


M25 Iroll Cxi74)Save 14. Evade :i. 
Talk AC 4; THACO 13; Aik d6,d6/dl0: 
Spcl 1-2 M69. 3-4 M90. 12 M91. 

20 M92. If burned M93. Imm lire wall, 
hold sleep, wefr. T$ coin; XP 6; 
hp 30 3/round 


M26 12 Wolves: | ) Save 16 

Evade »4. Ta»k AC 7 THACO 17. 

Atk rtO « 6. Spd 1-2 M94 3-4 M95 

20 M96; Imm hold, Invis TS - XP »0, 
hp 10 each 


M27 Wyvern r i) 14; Evade P 

Tnlk —: AC 3: THACO 13 Atk 2d8rd6: 
Spcl Any sling M97. i M2 M9B. 

20 M99; Imm fire wall, hold, sloop. 
TS com scroll: XP 10 hp 30 













































ChristOV Yetta 10th Level Elf (2. 1 00,000 exp) 

125 years old Lawful 

Fair-skinned ond auburn-haired. Chrislov is a sprite 5' 3' and 119 pounds. His sleel gray eyes and 
firm jawline present a deadly menace to enemies. Chrlstov is a doughty warrior, but has a kind 
heart, and champions the oppressed. He has a strong love for his people and will do whatever it 
takes to return the bounty to the land. 

Considered fearless. Chrlstov in reality, is terrified of drowning and falling. 


ABILITIES 

Movement: 120(40) 

STR 

12 

SAVES 

INT 

17 

POISON 2 

WIS 

13 

WANDS 4 

DEX 

14 

STONE/PARA. 4 

CON 

16 

BREATH 3 

CHA 

11 

SPELL/RODS 2 




Special Attacks: 

TWo attacks: If the adjusted Hit roll is 2. may attack twicc/round. 


Smash: You may attempt to smash. and add your STR score to 
damage, but you strike second and at a -5 penalty. 

Parry: You may parry if foe Is using a weapon only, penalizing foe’s 
Hit roll by -4, but may not attack during round 


Foe AC 9876543210 - 1-2 
Hit Roll 2222234567 8 9 


Spells: (select five 1st. four 2nd. three 3rd, two 4th, and one 5th) 


1st Level 




2nd Level 




3rd Level 




4th Level 



5th Level 

Magic Missile □ 

□ 

□ 

S 1 

Invisibility 

□ 

□ 

S 5 

Haste 

□ 

□ 

S 9 

Curse 

□ 

SI3 

Dissolve □ S17 

Read Magic □ 

□ 

□ 

S 2 

Mirror Image 

□ 

□ 

S 6 

Hold Person 


□ 

S10 

Remove Curse 

□ 

S14 


Sleep 

□ 

□ 

S 3 

Phantasmal Force 

□ 

S 7 

Fireball 

□ 

□ 

Sll 

Shrink Plant 

□ 

S15 


Ventriloquism 

□ 

□ 

S 4 

Web 

□ 

□ 

S 8 

Slow 

□ 

□ 

S12 

Wall of Fire 

□ 

SI6 



XP Total 


HONOR: 5 


PERSISTENCE: 3 


SELFISHNESS: 2 


HP:64 


Gear: Hand Axe (d6] 


115 

Dagger (d4) 


90gp 



Rope (50) 


Ml 

Grapple (d4) 

113 



Polished Shield 

116 

Backpack 


Waterskin (5 drinks) 



Oil (d8/2 rounds) 

117 

Cloak 

112 □ □ □ □ □ 



Rations (5 days) 








□ 

□ 

□ 

□ 

□ 

□ 

3 □ 

□ 

□ 

□ 

□ 

□ 

□ □ 















1 HEX = % MILE 
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HOW TO USE THIS ADVENTURE 


All you need lo play in H pencil, an eraser, 
paper, this adventure, and a mm of polyhedral 
due front the DUNGEONS & DRAGONS* 
Kamc 

HI. You play the part of an riven warrior set 
forth upon a quest to save your homeland This 
adventure will require persistence, courage, and 
cleverness to win; and often wits arc more 
important than bravery 

Read the entire introduction before starting. 

H2. This is a MAGIC VIEWER™ solo adven¬ 
ture Most of the text and maps are hidden by 
red ink You use the MAGIC VIEWER screen 


to reveal the writing underneath. Use the screen 



lion. The encounter keys rat h have a unique let¬ 
tering and should only be used when exploring a 
particular map. The general information 
sections—Rumors, Treasures. Spells, and 
Monsters—may be used when you are direc ted 
to read an entry; for instance when you c.ist a 
spell or fight .1 monster. Finally, there is a section 
containing random encounter entries for use in 
the Wilderness RW, the Village of Gyer RG and 
in ihe Dungeon RI) Random encounters are 
explained at the start of those sections. 

lb learn how to keep records, read H5 

115. You cun find a detailed record sheet of your 
character on the inside cover. Your gear has l>ern 
selected for you. but you may select the spells 
you will take Mark them with a slash and cross 
them ofToncc you use them. A spell may only In- 
used at the start of an encounter or when spe¬ 
cially mentioned. Ac that time, turn to the entry 
under spells to find its rfTeci. 

Gear has special uses during the adventure, 
'io use gear, you may turn to its index number at 
any time, it may be called for in the text. 
Weapons rnay always be used in combat. If you 
lack a certain piece of gear, it will prevent you 
from taking certain actions. For example, a dag¬ 
ger to dig; and no inns to cut. If you use or lose a 
piece of gear, mark it olT. 

Several boxes arc provided on your record 
sheet. *• I IF" ts used to keep a record of your cur¬ 
rent hit points; as you are wounded or healed, 
note thr new number of 11P; you can never have 
more than 64 however. 

The three boxes. "Honor, Persistence, and 
Selfishness," arr used to score your performance 
during the adventure. You begin with the mini 
her of points noted, but should cross (hem off 


and write m new numbers as you gain and lour 
points. 

The box "XP" is something special for this 
adventure, and should not lie confused with 
experience points These point* are gained by 
defeating monsters and may Ik- spent lo alter die 
rolls during the advent me. You In-gin with zero 
XP. Before you roll the tine, you may decide lo 
spend up to 5 XP lo add or subtract from the 
dice roll For each XP you spend, you may alter 
the diie roll by I. Subtract any XP you spend 
from your total score. 

Finally, there arc three spaces lo record 
encounter changes, magic items and their index 
description nurnlier*. and any treasures you 
find 

It is possible that during your adventure you 
will be instructed to add a number to an 
encounter number and read the new entrv indi¬ 
cated The Encounter space is used lo record 
any such changes. 

When you discover a magic item you will 
either be given an index description number in 
Treasures or Ik- instructed to turn to Treasures 
to examine the item, which also results in an 
index number. Whenever, you use a magic item, 
turn to tli.it index entry and rrad the descrip¬ 
tion. 

You will also need to record any changes you 
cause at an encounter If you drfrat a monster, 
note at the text entry that thr monster is dead, 
but do not cross him off the monster list on ihe 
inside cover. If you leave items behind, note this 
in the book at that entry 

Should you ever return to an encounter 
whose monster or other creature you have 
already defeated, ignore that entry! 

Turn to entry Hfi 

H6. During this adventure you will find pieces 
of a broken tablet When you do, record the 
words you find m the appropriate space on the 
tablet outline just alxivr the monster list on the 
covcr 

"lb learn how to find encounters, read H 7. 

117. You will use the different map* in this 
adventure to search lor your goal. 

Use the outdoor map in the Wilderness to 
select the path you want to take. Then move 
from hex to hex until you enter a numbered 
location or special keyed terrain Turn to the 
entry noted For every 6 hexes you move, mark 
oil one turn and roll lor a random encounter in 
the wilds. 

All other arras use a red ink map found on the 
large poster map. Locate the map of the area 
you arc exploring and place the MAGIC 
VIEWER screen on the appropriate space. To 
move about the map. you may move the screen 
only in the direction that a path leaves the space, 
you may not move in a direction that has no 
path When you find a space with an entry num¬ 
ber, mark your location with a coin or figure and 


turn lo that entry in the book Once you have 
finished the encounter, return to the map anil 
choose which way to go 

The red ink maps may also have s|>ecial sym¬ 
bols. These are explained in the book. 

If you would like to read about solving the rid¬ 
dles. turn to H8. or about combat, read H9 

H8. There are several mysteries io solve in this 
adventure in thr form of riddles and lines to 
their solutions. These riddles lead to your foe’s 
lair and weaknesses and must Ik* solved to com¬ 
plete the quest. The answer to each riddle 
requires you to choose a mimlx-r to determine 
which entry to read, though some of the riddles 
can Ik* answered by studying the map. 

If you cannot solve a riddle, explore some 
more, dues to the answers may be found in dif¬ 
ferent encounters. An encounter may send you 
to read a Rumor that may give you a clur 
As a last resort, you may turn to the Scroll of 
Knowledge found on the poster map. The scroll 
contains additional clues and should Ik- read one 
at a time from the top of the scroll, each clue gi\ • 
ing important information to some puzzle. 
However, if vou use the Scroll of Knowledge 
your score is penalized, so take the lime to 
explore before you turn to the scroll. 

To read about combat, turn to H9 Other¬ 
wise. reail H 10 

H9. When you decide to attack a monster or the 
monstei attacks, use the following rules to run 
combat A synopsis is given on the cover. 

Surprise: You should check for surprise only ,tt 
thr stan of an encounter Roll two ld6 —one foi 
you and one for your for. On a roll of 1 or 2, that 
side is surprised and may not do anything for 
one round! 'Hie other side gain* one free attack. 
Wandering monsters are always surprised 

Spell/Talk: Only on the first round of an 
encounter may you choose to cast a spell or try lo 
ndk to the creature. Once you have chosen your 
spell or to talk to the creature, look at the mon¬ 
ster listing on the cover under the indicated 
entry 1 numl>er. If you attempted lo talk, sec the 
Talk listing. If there is a number, turn to that 
entry, otherwise the creature attacks you 
If you cast a spell, see the Immune listing. II 
the spell name appears, the spell has no effect. If 
the name docs not appear, read the spell entry 
•Two special immunities need to be 
explained. II the words normal weapon appear, 
you can cause damage only if you use a magic 
weapon II the words lire wall appear, the mon¬ 
ster leaps through the wall but takes Id6 points 
of damage. 

Select an Action: ll you did not cast a spell or 
try to talk, you may select to attack, evade, or 
use an item. 

Initiative: Each round, if not surprised, check 
to sec who act* first—roll ld<> lor vou and one lor 


2 


your for The highest roll goes first and you win 
tics. 

Action: Decide if you want to spend XP to alter 
the die mil, and subtract from your XI* Then 
check for the result. 

Spell: If your foe is immune, the spell has no 
rITect. If the foe attacks first and hits, or he rolls 
greater than or equal to his Save score, the spell 
has no effect. If the spell works, read the spell 
entry number. 

Evade: II you decide to flee, roll ld20. If the 
roll is greater than or equal to the foe’s Evade 
score you manage to flee. If already fighting, 
your foe gains one free attack at ♦ 2. You may 
increase your chances to evade by ♦ 4 to the die 
roll by throwing down a ration if the monster is 
dumb or a treasure if the monster is smart. Use 
your own judgment. You may not Evade and 
pass by an encounter. 

Use an Item: You may attempt to use an 
item, but your foe always gains initiative that 
round Changing weapons also loses initiative. 
Gear may only be used when requested by the 
entry. To use a magic item, read the Treasure 
entry noted. 

Attack: The monster always chooses to 
attack. When one side attacks the other, roll 
Id20; if greater than or equal to the Hit roll 
score the attack succeeds. The Hu mil score for 
monsters is indicated as "THAGO" in the mon¬ 
ster listing. To find your Hit roll, first find the 
monster's Armor Class (AC) and then find the 
score needed on your Hit roll than on the record 
sheet. 


If an attack succeeds, roll the dice noted after 
"Aik" to determine how much damage is 
caused and subtract it from the opponent's hit 
points (hp). If you are attacking several foes, 
each attack only affects one target, and excess 
damage caused is lost. However, up to 6 foes 
may attack you in one round. 

Thrown Weapon: If you use a thrown 
weapon you may always attack first at -1 to your 
Hit roll If you hit. your foe must roll higher 
than its Evade mil or it will retreat and won’t 
attack for one round. Monsters with Evade 
scores of Hi or more will flee. If the foe does not 
retreat, it gains one free attack while you change 
weapons. A thrown weapon is lost unless you 
win. 

Special Monster Results: Each monster may 
use special tactics when attacking. Each lime a 
monster attacks, compare the Hit roll made to 
the Spcl listing. If the number rolled hits a spe¬ 
cial rrsult number, first record any normal dam¬ 
age caused, and then turn to the Monster entry 
in the lwK>k. After reading the entry, return to 
the monster list and continue combat. 

Eor instance, a bear attacks His roll is 20. 
Checking Spcl, 20- M39. So the bear causes 
ld8 points of damage Then turn to M39 

Continue: If the fight docs not end. start again 

Endings: If your character is defeated as a result 
of an encounter, you should turn to the ending 
noted below. 

If C'hristov dies, turn to El. 

If Christov loses all the pearls and you decide 
to give up, turn to E2 


Awards: If you defeat a monster in combat you 
should do the two following: 

First, add the number of XI* noted for the 
monster to your XP score 

Second, check for Trrasure, by noting tin¬ 
type of treasure carried (T|), if any, and turn to 
the Treasure section. 

If you have not rc;ul about solving riddles, 
turn to H8, otherwise turn to II10 

H10. Healing: If you take damage during the 
adventure and do not have the magical means to 
cure yourself, you may heal by returning to 
Thrylon without the missing pearl, but this will 
be a disgrace. Or once every 20 turns, you may 
eat one ration and recover 1-4 hit points How¬ 
ever. every 20 turns that you do not eat a ration 
you must lose 2 hit points. 

Water will soothe burns and reduce damage 
from a fire encounter one time, healing 1 <14 
points. 

Now you are ready to start. Turn to 11. 

Playing with a Group: 'Phis adventure can 
be easily adapted for play with a group. 
Whenever an attack occurs, find the monster 
listed on the cover. Behind the monster’s 
name air parentheses. If there is no number 
in that space, treat the encounter the same. If 
there is a number, that many monsters arc 
encountered. If there is a fraction ‘'xl/2,” 
divide the number of player characters by 
that fraction to determine how many of thai 
type of monster are encountered. 

1b change XP inexperience points, multi¬ 
ply the score by 1,000. 


A BEGINNING 




II. The name and deeds of Chnstov Vferta are 
acclaimed across the land—protector. 
lorestfnerxJ. tensiayer. wolfbane You are 
also freebrother. only broiher to your clan’s 
Keeper of the sacred Tree of Life 

You livo In Taryton Elf home. renowned lor 
its beauty and bounty Yet today there is a 
quiet gloom in the air and at twilight you are 
summoned to the Keeper'6 Grove 

'Christov, my brother. I wish to share the 
secret of Tarylon’s fortune with you Many 
years ago. while fetching spring water 
beneath a full moon. I had a most wondrous 
encounter. A mighty be ng. perhaps a god. 
appeared to me upon a moonbeam He 
that f, Enan. and my people had been chosen 
lo receive a special gift/* Your brother shows 
you three snow white pearls the si 20 of 
acorns 

He oade me to gua'd these dearry. and 
every full moon, to encircle our Tree with one 
ai each of the four winds: In that moonlight 
the glow of th&se gems would strengthen our 
Ttee tho heartblood of bur vfirage Our Tree, 
in Its vigor radiates a magical ring of protec - 
linn which repels aft evil from our borceis. 


But as you can see, only inree snow pearls 
remain, the spoil Is brokenl” 

It was Milgor, that prankster wizard from 
over me Dtahaye Mountains who did thiftl 
While I sat meditating, ho came in the form of 
u iay. and when I looked away to the song ol a 
finch, he purloined the purest pearl ol the 
four' Do not let younetf be d«stracted from 
your purpose while in the Grove ' 

’>6u must seek him out for me, for I 
may nol leave tho Grove, and you must not 
return without the peart—sweur this to mel 
You must return before the full moon in three 
days or word will surely reach the bandit town 
of Rheega that Tarylon is now defenseless.’.’ 


"Three things I give to haip you on your 
journey First, take these three remaining 
ffloongems—they will glow as they near their 
brother. Second, be steadfast and coura¬ 
geous, turning first to cunning, not combat, 
and seek the wise woman—it is said a bird 
knows where she roosts Third, there « a bro¬ 
ken tablet that is said to show Milgor’s weak¬ 
ness tf you can find all the pieces and put 
them together, you shall overcome him' In my 
searches I could only find this one piece 



Ifcke this amulet. If any harm befalls It, I 
shall know thal ill has overtaken you find may 
send anotfier Your gearns packed. prepare 
yourself and embark on the qu^atH' Review 
your character You miy cboflle any 01 the 
following. 

Set ofl at once, turn to 12. 

Go bid your mother farewell 13. 

Seek your Grandsire's council 14 

Retire lo the Grove to meditato 15. 

12. You shoulder your pack and begin the 
K>urney As you stride north through the val 
ley. you pass a shepherd bey driving his 
goals to pasture. "Come, break fast with 
me" he calls. 

^ "It is odd, that 6uch a warrior wdUtd set out 
without a weapon," he says and gifts you with 
his staff. He shows you how to strike t&ce m 
one round with It (1d6/id6f. Then he gives 
you goal cheese and a flute hj'has carved. 
His parting words to you "are. "They say 





the seer can be found by following the hawk's 
flight past the,twin sisters." Lose 1 Persist¬ 
ence and turn to W1 

13. Your mother gives her blessing and 
admonishes you to always be courteous, but 
wary ol strangers. She bungs you your 
faiher's most valued weapon, a magical war 
spear, * f (Ido - 3) that always returns once 

i ts thrown. She also gives you a small ftask. 

remedy against poison T59. ano at last you 
OTtbark Subtract i Selfishness and turn to 

f.1 

Mi Vhu; grnndS're. once a mighty warrior, is 
happy that you sought his council. "Trust 
ytlur heart, son. your eyes can be deceived, 
lot. vll will tiy lo lure you from your path." He 
Bfa you his battle axe * / (id8 ♦ 3). which 
no door can hold agamst. Also there & a 
small amber crystal When your need is 
great, break th.s stone and you will escape 
or* encounter Be war o’ It cannot undo what 


W1. South lies enchanted Taryton, in twilight 
ana north spread the wild lands, if you have 
been here before, go to W59; othenv.se read 

W5B 

W 2 . 1 bu find a well worn trail leading 10 a 
cave. You may enter, W63. call out, W84. fry 

to sneak in, W65 or search the noar bushes, 

W66 

WS. Grazing on the tender grass. this homed 
beast looks up at your approach. II you foil to 
Evade, the creature wi i charge, M7 Or you 
may use your cloak. 112, use tho rope, 1 11 . or 
try to lasso it. 120 

W4. The plains are darkened by a mighty so a 
ol buffalo, blanketing the land W76 

W5. A friendly farmer fending h»s fields bids 
you good day. You may stop to talk (Rumors 
i d8 «• 2 : * 2 if you give him some wine 

WS. Standing alone on a high hill, this warrior 
statue is so weathered that no face remains 
A partial inscription still adorns its base. 

"Distrust strangers too courteous and 
nice, 

"Seek behind the Dragon's Head lor 
advice 

W7. This is surely the faceless god you were 
told to seek. Ybu kneel at its base and dig. It 
you lack a doggor. roll id20; f* you roll less 
ihari 6. turn to W141; otherwise road W142 

W8. Ai the end of th« winding valley you find 
a cavern. A fearsome how! echoes from its 
depths Will you leave or attempt to enter it. 
Wt43? 


has happened Gain I Honor and turn to Wl 

15. You retire to the Grove to meditate. An 
hour before moonnse, your thoughts are 
interrupted by enchanting singing and a light 
dancing in the hills. Do you continue your 
meditations. 17. or Investigate the singing. 
16? 

16. The song leads you trom me Grove and 
into the hills. Thorns ana brambles tear at 
you in the dark The singer continues to 
elude you Do you turn back, 17. or continue 
on. IS? 

17. As the moon rises behind the Tree of Ufe, 
your eyes close. As in a dream, a man seems 
to step trom the Jtee and approaches. 
Though his Ups do not move, he speaks to 
you. 1 You must seek to make the crystal 
sword ‘whole again. Bewaro Milgoc He is not 
wl^at he seems He has many faces. You will 
need a weapon, lake this scimitar • 2 


THE WILDERNESS 


W9.Tne spund ol snoring fills tne valley. Ii 
stops af your approach. From behind a boul¬ 
der, a leehng giant steps ll you were beaten 
by him before he roars and attacks, W146 
Do you talk. W1707 ll you Uefooi Mm* turn to 
W145 

W10. Before you lies the ruin ol a once 
mighty city To explore these ruins, turn to the 
•Fallen Glory" map on the poster ano place 
the MAGIC VIEWER fcereeh on START Ii you 
lihd a number turn to that entry A small circle 
is a trap Roll 106 W170 and turn to that 

entry (Fire causes double damage to the 
creatures found hore 1 

W11. A pack of wolves is dogging your frail 
They will follow and attack If you try to Evade 
and roll 1-4, or just before you reach the next 
encounter. Use M26 

W12. Here 13 a ramshackto hut. but no one 
seems to be homo. On the bare table Hies 
buzz about a block of cheese If you hove 
beer here before, turn to W163: otherwise, 
read W164 

W13. Here is a strange creature, manlike, 
but adorned with feathers and a leather skirt 
She has a large beakfike nose, and round, 
unblinking oyos Oo you attempt to slip past 
(Evade 9), meet the creature. W177. or 
attack it W178* 3 

W14. TWo barren peaks thrust skyward 
above the land Ybu may attempt to climb 
them to gel a better view of the land, W130. 
To look in different directions you must 
descend and dfmb again If you look north¬ 
west read W137 east WI38 oi southwest 


(?d4 - 2). It will light your way as a torch fake 
too. this golden acorn It death ends your tri¬ 
als too soon, break this nut and it will be as it 
the encounter never happoned God spoed 
you. my son." he says and he is gone Gam t 
Persistence and 1 Honor. 

You awake refreshed and bolof o you I* the 
scimitar ana acorn. You also fmd a piece of 
the tablet. Turn to Wl 



18. Attar hours ol aimless wandering, you at 
lost reach the light. There, within a ring of 
mushrooms, a beautiful damsel dances 
enticingly. She oeckons to you to join Gam 1 
Selfishness Do you turn back. tt. or.join her, 
19? 

19. In the arms of this enchanting creature, 
you leap and spin, swelling with pleasure and 
losing all track of time. Turn to El 1 


W139. If you do climb the peaks, add i to 
P^rjistenco 

W15. A harrowing shriek challenges you and 
'Igmg into the air fe a wyvern She flies lo 
attack M27 You may try to lasso her 120. or 
use an item If yon defeat her. you fina her 
treasure among a nett of rocks and bones 

W16. -rom the shelter of the trees you spy a 
clearing with a small delapldafod hut and 
lonely well An ugly crono hobbies from the 
nut to the well to druw water Do you attack 
the horror, Wi$i. remain to spy on her. 
W182 or step forth mto the clearing, Wl83? 

W17. If you are at location W17 and you nave 
me! Hie Bugands before, you may trail them 
to their lair W191. otherwise, turn to W70 

WIB. iou come upon a rock-choked moun¬ 
tain spring Black water spills from its edge 
and forms a stream flowing west. The gur¬ 
gling of the spring almost sounds like some¬ 
one choking You may avoid the spring or 
draw closer, W204. 

W19. '*>u come upon a portly man. pacing to 
and fro in a clearing, wnnglng his hands. He 
greets you and otters to share a drink Vbu 
may decline and move on. or accept, turn to 
W71 

W20. "his is u mountain pass Looking north, 
you can draw a lino to tho three trees across 
the black stream Horses move near the twin 
peaks 

W21 . YOu hear a distant baying. Wl 1 
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W22. You come upon t* bbdg* 

Raging Rivet A dark figure on th* oihe* nWe 
stops fnorr beneath Ihe bridge “Hah ho 
snarts, 'There's a toll lo be paui u> c 'oss Uiu. 
hrWg»>"TTi© ro* 119 tOgoidp«oc*« rw.c fhar 
you pokf me Iasi hm« Me * no- i.»kc 
Change You may pay the loO anti cr *ss Or 
Voc may attach mo poH W7A :* t#y to inesk 
ptel W220 



W23. .'‘a, linn a 'one noatmun nno 1 

jj&tffy rc-wbo*! 'AC s HP K -t*. wc rp w 
.r>i. sc* cos thr Icr 3b g;Jdj t: e*. Cm ffv 
lb)} ml! W eves * nc<*>3 * W234 
: 2VWI96 'f'he boat Is «U»ack«d -nil td6; 
ifW~ yp 0 ere attacked, ode »hc boat if 
ynpt fee lift* you Or wrecks thu ooiit. you hill 
l n'it* wn»*r and must tw m wr* 

W24. 1 herd ol cattle y i/f nare W76 

W25. tooudcdOuM approach*: W11 

W26. ^ hooded figure uls crosslogged on 
■fcepovna T«.»o*e the narrow pas** n copper 
ixwtl’butere ntm Hava v*u been debated by 
ihKjMture before W224? <t noi do you 
write diwffl the arnojffl and turn to 

W22t imarrum. W 222 o» attack W 223 

W27. Turn *0 me Elephant > GnMrynir*bfi 
mo D05ti- Ptee the oereen a* 


W28 

tho ro 


Id u 


W22$ 


hunter s tra 
Spinning iQ 
utij*\ Myu m. 
fhnn 1 1 on 


nn 


pp< 


W29. Hooting tlcv ■ 
about the ftubbk- *>f a •» 

W30. Thte odd -illoge : 
huls mode ol slicks, ; 

Thoy look more like n 
parched. Perhaps v$u 
some help here 
A shrill voice from th 
6tar?)os you. “That's no: 

A Cfttrp ng vcce to the ngt 
betlPf thnn yours. My bird CriH 
•'Are not. faro not** chants 
squat 'KJtnes term onto thr- u 
mowed t*»«thors ano w* ( 
that reach lu lhuir k neo. 6 Nc- s 
ttioir long three 'oec lost Card 

* bOd , .l»*.c KH4i VHi 1 bond, >• mil 

Tltey notice you 
"HaUr ^ay, me first one 
look laminar have we mat be to 
fjrat»g?rs visit our town I'm Rolfi 
' u l rr M tty’* entries the soccn; 
Come 'o our town 
Q2ts 




i*oe? 


' 1 ti V* • 

C tlifu 

uvfi? 


Cftr. 


. "Oh 

r.O" T. 


W31. <fm 'mu 'eat:*, tc mo m ;r. ;,r 

Abandoned mine cut into the n lUtcte Signs 
say. "Keep Qu: * No Trespassing' 'Hard 



W32. odd creature ru 
sloops anrt ejattters dried seedpods info a 
>ack His appearance .s gray and vultureliko 
You may attempt to talk 10 him. W237. or 
attack W72. 

W33. 

cteatufe. It rjrtsed thrw reads a Non s, a 
gonra and a j/fagon The beast tobn MO 
You may attack.. use a rope 120. or other item 

W34. gh on a windy crag you u»j|it j huge 
rtfrst Ybu may move on, wait beheatn the 
shadow of the cliff. W238. or aimb to the nesi 
Wl$0 II you reach the nest, roM fpr one bog , 
iojcI W239 

W35. You &IQM a itnnn cu:ic» fVS broad 
cbe6t dfipping »wd3t as he moves a block o* 
granuo. 8ehmd him « a rou^h hut built into 
•J 10 mouvrUtu 1 Hn scowls What do ve w#''»t 
S t^ongete r«'«ly vi*»i* Hera ’ Ybu may attack, 
W240, stop to chat. W241. or offer to liolo. 
W242. 

W36. Mr udo .-tony pinruicie *shapedJtke 
a hawk's head, and srnrds 1 5C feot tell ff you 
would b *i to climb •' *0 iM a htMter /mw 'um 
to W130 if you mardi thi crus* road W253. 


W39. You climb the sniirc and strike 't 
runes wilh the haft ol youi waafKin Tho 
stono lacade cracks end falls away, revealing 
a second message 
"On my journey to Ihv moon 
1 passed a Mock ol southern loon. 

There were less than half 2 dozen. 

For they’d lost a second cousin 
I crossed the path ol a loving pair, 
in a horsedrawn carl 
tturnod horn there 
I waved to a merchant and three sisters. 

Ttoo wore marnsd ono a spinster 
To reach my lunneb you must find, 

T no numbor which matches mine. 

A clue I otter |ust a tip. 

Mow many made that arduous tup? , 
To find the entrance to Milgor s lair, yen muttt 
gues the answo r to the nddle ond aoo 
W 26 (J and read that entry 

W40. u shallow country 

stream The waters are Jarh and greasy. 0 
•ancirt odor fitts ihe air Only eel 3t«r in its stag¬ 
nant nools Tms brook dcwis nor wibtil- but 
flows sluggishly westward /;fnu oetpuia 
these waters is a mystery, Ybu may easily 
•i*.«p ncross the str»^arn tot you .»«.• loathe 10 
wade the black waters 


W37. Vnii . ’>>v i «ui lizam v,iih ha'elul 
eyes giiuet? a; you A basilisk. You must make 
s Save vs Stone nr read M32 n attacks you. 
M3 Ybom.iy Evrtnkebac*. usean itefp 
your #h*eid or tho giot5t. 129 

W38 

Metre c;it into Ihe clitt face. An inscription Tfr 
carved >n the wail at tho top. 

Thpugh rpy. actlom, seem 
without Reason or rhymo. 

There •« 4 purpose h«re. 

Bui alas this Is not ttio proper lime. 


W41. Where onco oozed blackened wa 
now there bubbles n dear brook. Birds ".mg 
along its banks and 'rout leap 3 * the e^s-vc* 
dragonflies. Lite has returned whftie only 
decay and torpor prevailed. Yfepr hear, swolio 
wim pride. 

W42. 'fio fu^g.d mountain cntl tar ; .. 
feet tail Only scrub pine and tufts.of grass 
find a footing on ihe treacherous mountain- 
side If you wish to cUmo tho mountain roil 
IdG 1-3 W130 4 W2S4. 5 W255. 

6 W256. 
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W43. The sounds of the woodland fill the air 
and you find an old game trail to follow Roll 
1063.1-3' * continue on. 4 - W257 5 W258. 

6 W259 

W44. A cloud Ol gnats follows you as you 
wade through the mud and mire Your prog¬ 
ress Is slowed, roll td6 * RW8 every 2 
nexes. in addition, each hex roll id6 1- 

3 you manage to wade on through the 
muck. 4 - W287. 5 - W268. ti W269 

W45. You stand on the oanks o» me Raging 
River, tho water learning and splashing over 
mdden rocks. The river is iQO feet wide. You 
may refill your waterskin To cross the nver- 
you rrtay use special means, a rope. Ill, 
Dutkl a raft. 115, or try to swim, W75. Explor- 
irvg ihe nver roll 1d6 1-3 pleasant walk, ' 

4 W269. 5 - mountain lion Ml 1,6 rickety 
boat (15 hp>. 

W46. Waves dance across the surface, and 
trout splash in the waters of this lake. You 
may refill your waterskin. To cross you may 
use special means, building a raft. 115. or try 
to swim M. W75 If you do build the rail, roll 
id6 when trying to pole across each hex: 

1 - W260. 2 M24 3 W196 4-6 Clear 
sailing. 

W47. fou have returned to Tarylon the Fair 
But your are disgraced, for you have not yet 
completed your quest, 'four brother, Enan, is 
saddened by your failure, but glad that you 
yet live. He leads you to the Grove and heals 
ail your wounds He cannot lift a curse He 
encourages you to return to your quest 
before ail time runs out. (Lose 2 Persistence 
and 1 Honor.) 

W46. The ground is pounded flat, and to 
either side boulders are stacked to form 
titanic spires. 

W49. Here Is a 20 foot tall wall. A mammoth 
slab ol stone blocks the only entrance foU 
may leave or climb It. W130 II the giant Is 
with you, turn to W 162 

W50. The grass rs beaten flat Ctaweo trees 
and and tracks ol a two-legged beast drag¬ 
ging a mighty tail, warn of some horror. 

W51. Many horses have passed this way 
The smoldering remains of a burni wagon 
and cargo tell a tale of bandits and brutality. 

W52. The stench of rotting flesh greets you. 
Here you find the grisly remains of a deer, its 
carcass tom asunder by claw and fang. 

W53. The grass Is trampled by many 
pawprints, as if a pack of dogs harried prey 

W54. A mound of nowly dug earth forms a 
wound *n ihe land, testimony of some carni¬ 
vore digging its prey out ot a hole 


W55. The, land hereabouts is blasted and 
barren. Naught grows in the baked earth 
and only lonely stones adorn tho windy 
waste. 

W56. The wind has sculpted sands and 
stpne in odd, nearly lifetiko forms Hate is a 
stone rabbit and a stone wolf 

W57. This trio ol trees stand tall Carved into 
the northern most is an anow poipting up 
through a heart and the •mt.aJs “HA * .VK 

W59. Hard Inals lie before you: best be on 
your way. You. spy a small bird caught in the 
thorns ol 3 plum tree, fou Iree the bird. I’ you 
dee ds to keep it mar* It on your sheet 

W140 

W59. A familiar shepherd boy greets you. 
Things are grim In Tarylon, he says 11 you 
need a new weapon, seek the cave to the 
north; add ‘ W60 to that encounter He gives 
you a bottle ot wine. 

WBO. Carefully you remove the cactus The 
cub licks you gratefully As you leave you 
meet a suspicious mother bear, but at a growl 
from its cub. you pass Gain T Honor 

W61. Before you can act. a second bear {um¬ 
bers forth and sniffs sadly at the slain one. 
Too late you recognize mother and cub. Lose 
t Honor for this thoughtless deed 

W62. Deep within this foul smelling cave you 
rind a magic halberd ol harmony, - r (dio), 
wedged tight in a crack You can try to pry It 
out. 114 or use some oil. 117 This weapon 
will cure 3 times. T62. and bfess once, Si4 

W83.four keen eyes adjust to the dark anp 
you moke out a squat figure that turns and 
moans. Do you attack W87 or hold your 
ground, W68? 

W64. A deep moaning bellow answers the 
sound. Do you rush in to attack. W67. or wait, 

W65. Roll 1d20, if less lhan 15. turn to W83. 
If you fail you stumble, read W64 

W66. From the brush, a lurry brown, snarling 
fury rears on powerful haunches, swipipg 
with deadly claws. M4 You may lasso it. 120 
or use another Item If you detent it. road 

W69 

W67. From the dark a beast charges, gaming 
one free attack. M4 If you defeat it. read 

W69 

W68. Looking closer, you see a large bear 
cub in some kind of distress A cactus Is 
stuck to his paw. fou may attack. W67 or 
attempt to remove it, W60 
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W69. If this is not Encounter W2. record XP 
award and leave. Otherwise turn to W61 

W70. The leader ol Ihe brigands tells you lo 
throw down your treasu'e II you don't throw 
them one treasure, they will attack, turn to 

W190 

W71. “Oh kind sir." he grunts. I nave fallen 
on misfortune A 9cart l hold most dear, has 
been stolen by a a bird, who earned it oil to 
her nesl Oh I would gladly reward you H you 
could retrieve it for me." he pleads Do you 
agree to help. W208. or politely refuse. 
W209 

W72. If you're looking for information, ask 
the earl." warbles the bird, and Hits off 

W73. You stand lace to face with your neme¬ 
sis. “Well, mortal, have you come to make a 
sacrifice to me? Know you not that I can not 
be beaten 6ave by the Heart of Trulh? You are 
surely a wretched croature.'* He springs to 
the attack. Ml8 II he hits you turn lo W273. 

W74. Use M25 You may try tc trip him. 113. 
or use some Item Lose 1 Honor 

W75. fou must roll id20 each hex. If the 
result is greater than 13. you panic, take idl 
points and don't move, if you panic, your next 
roll IS at *2. jiv. 

W76.A large herd mills about the plain To 
pass tho hard, roll Id 20 ; if less than 6, turn to 
VV77, II bofween 6 and 15. turn to W78. and il 
greater than 15. read W79. 

W77. Something spooks tho herd and they 
tleo You spot a pack of wolves harrying 
them ( 

W78. You find yoursell surrounded by tho 
herd snuffling and snbning at you in curiosity. 
Read W4 

W79. The herd panics and you are caught in 
a stampede. Ml fou may play a flute. 110 or 
Evade, but If you fall, take double damage. II 
you attack and cause damage, the herd turns 
avJay If you roll the damage caused or less on 
id20. 

W80. A doalhshead floats in the air. 

W81. A golden light surrounds tho third door 

W82. A golden key glows in the mosaic 

W83. A ghostly maiden stands before the 
door and beckons. 

W84. A ghostly vision dances on the wall of a 
golden sun standing over three palm trees, 
beneath which rest two nomads 

W85. A maiden points to a stone in the wall 


W86. A silvery minor appears before you and 
you see Ihe tasked horror creeping up 
behirfd 

WST.Ydur nemesis is encased In a 8itvor 
globe 

W88. tou detect the trap and take no dam¬ 
age 

W89. The water sparkles os it slides down 
youi gullet Moles ot light dance before your 
eyes When you onter one ot this building's 
rooms, you may call upon your fountain 
vision up to 3 limes, and then subtract 10 
from me encounter number ana read that 
entry also 

W90. r'oj step past an archway lined with 
human skulls Do you possess the Maltera's 
bane. W271? Or. have you been defeated 
hero onoe W270; i! not turn to W73 

W91. Vtou are disoriented. There are now 
throe ooorsout Door *1. appears to be a that 
of a mighty vault. W274; Door H2 stands 
open, and beyond you see plains, W275; and 
Door »3 Is vermllllon. bound with iron. W276 

W92. The tar wall of thra room is decorated 
with a mosaic of o raging battle on a desert, 
W279 To the right Side ot the mosaic is a cov¬ 
ered baskot, W280, while there is a chest to 
the left. W281 There is a curtained alcove 
beside the southern door. W282 

W93. In tho center of this room is a bubbling 
fountain. You may taste the water, W89. A 
locked golden door leads north, but you may 
not pass without the golden key. or some 
other means 

W94. This room has carpets hanging lo 
either side The northern wall bears an 
inscription, W285 As you enter, two sashes 
drop lo ihe floor and crawl to attack with 
deadly life. Use M22 

W95. This room is barren except for a golden 
door that requires a golden key to open. Roll 
196:1-2 - W286. otherwise read W288 

W06. 'his hallway bears a door wrougnt ot 
iron Tnera are three Keyholes in a column 
First, gold, then silver, then copper. Three 
keys are needeo to open this door It will not 
open by other means II you have ihe Kays, 
turn to W287 otherwise read W288 

W97. Have you defeated the Malfera yet? If 
ves tum to W295; otherwise turn to W289 

W98. The great door swings wtdo. Beyond is 
a huge locked treasure che6t and any trea¬ 
sure ihat the Mailem stole from you. You 
must either pry the cheat open 114. or pick 
the lock. 133. Each time you foil roll for* trap 
Rot 1 twice lor Coins as well es normal linds. 


More you also find a fragment of the tablet 
Oain 3 Honor and lose t Selfishness. 



W99. Carofully you inch your way along «. 
gulloy Suddenly a silent scream echoes in 
your head and you are attacked by a dark 
feline figure. Mil It does not cry out loud 
but you can hear Its roars In your head Tho 
creature gains surprise 

W100. Brush covers your approach Roll 
1d20;« you roll greater than 13 road W192 
otherwise tum to W193 

W101. Inching througn tho grass, you come* 
upon a great horse, unmistakably the bri¬ 
gand leader’s mount You may try to sneak 
past. W194. attack M7. or walk past casu¬ 
ally. W198 

W102. Ybu find a lone brigand, bonding over 
a stewpot He is busy cooking, chopping a 
piece of meat with a targe cleaver You mny 
try lo sneak past. W194 attack. M6 or try to 
silence him quickly 125 If you v»iit. W203 

W103. From here you overhear two sentries 
talking They say that most of the band is 
away right now, but then no one would be 
brave enough to trail them to their camp 

W104. Something is thrashing In the brush 
You fmd a rabbit caught In a snare You may 
ignore It, tree it. or take it with you Roll 1d6 
1*2 - W199 otherwise move on 

W106. Here is the hearr of the brigand s 
camp. Three men are always here. The first 
time, one is Raker, the leader, whose face * 
badly scarred. Beside them is a locked trea¬ 
sure chest You may try to sneak close 
enough to surprise these three, WlM'or 
attack lham. W200 

WlOe. Here a lone sentry sits watch, whit¬ 
tling on a piece of wood You may try to sneak 
past W194 attack M7. or try to silence him 
swiftly 125 If you win. W203 

W107. This is a box canyon. As you bade out 
to lind another place to start, you are 
attacked by a bear, lum to W88 

W108. You lind some vines, and take one 
With you You may use the vine to safely cross 
one hazard, but then it is gone. Also you may 
use it to cllmo down one row whero thorp is 
no path 

W109.A splashing waierlall dampens the 
stone When you leave this space add ‘2'to 
fail chances Overhead is an outcropping; if 
you have a rope and grappte, you may try to 
climb straight up W130. 


WHO. Thn cliff is crumDting and pan ot tho 
trail has fallen away. Fall chance - 6. 

Will. Rocksiide Take 2d4 points of oamago 
or Save vs. Stone tor halt. Next, roll to see it 
you fall. ♦ 1 for each point ot damage. 

W112. A mountain goat stands sentinel on 
this pinnacle. Ha will attack, W3 Each tlmo 
he hits, check to see >1 you fall Fall chance 
damago caused 

W113.Ybu climb a narrowing chimney but it 
ends in a small cave Here you find a giant 
badger, deep in meditation Do you attack. 
W211. or tum to climb back down W212. 

W114. Alter a long grueling climb, you s»ghi 
the bird nest on the top ot an outcropping. As 
you dimb the rock a giant eagle dives at you. 
M23. Ybu must tight at *4 to Hit while climbing 
(-6 If you were compelled). Ybu may ignore 
the biro and allow it to attack you while trying 
to grab Ihe scarf; a roll ot less than 15 on 
id20. If you retreat the bird stops attacking 
You must climb down afterwards Add i Per¬ 
sistence and 1 Honor. Road W213 once you 
reach the bottom. 

W115. Here is a locked wooden door. You 
may r.ot pass unless you have the key or 
other means. Above the door, a large boulder 
is balanced If you open the door, tum to 
W175 

W116. This courtyard is overgrown with 
vines end leafy pods Too late, you discover 
that this is a deadly mon-eating plant. Use 
M21 

W117. Vines trail across ihe cracked flags 
and climb stony trellises to either sWe. An 
ominous flutter of leaves fills me air and you 
aio attacked by snaking leafy fronds. Use 

M2 

W118. What you thought be the framework 
of some building, you discover rs the ribcage 
of a gigantic creature that died here. Hanging 
from the spine on a sinewy cord, spins a bony 
koy To get the key you must threw something 
to break the cord (AC -2.4 hp). A rock causes 
1 point. 

W119. In ihe center ot the square, a dozen 
scavengers tight over a corpse The beasts 
are 3 foot tang, bognosed rats with long tails 
You must attack them to cross this area: use 
M26 Ybu may try to scare them by charging: 
they must roll greater than their Evade or 
flee, it they stay ihoy gain 2 tree attacks 

W120. The stench ot putrid flesh tills this hut 
Lyiny admidst a dozen casks ts a mroag 
body The casks hold rancid fish oil. You may 
roll!! your oil flask. There is one empty tlgok 
ho re. 

As you lum to leave, horror grips you r 
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your throat The corpse stands, chuckling 
evilly, and slaggere lo attack, use M25 

W121. The walls and ceiling here are tum¬ 
bling. To cross this ansa, you must roU less 
than 1 3 on 1 d 2 Q. or a wall will crash in for 1 d8 
points A »ven will prevent Hits 

W122. This plaza is carpeted with saw 
toothed plants and roofed by an arbor over 
grown with vines. Do you cross the plaza 
W127. swing across or. a vine W128, or climb 
the arbor. W129? 

W123. The (lagging here is cracked and tum¬ 
bled. YOu pick your way carefully across the 
court, when suddenly huge tentacles erupt 
from the floor and slash at you One ol the 
tentacles bears a deadly thorn (d6). Use 
M27. but It has 50 hp. 

W124. This building is dark and dingy The 
floor seems to move on Its own and attacks 
you Use MS. but It only has 30 hp It you 
defeat the monstrosity, turn to W299 

W125. In the center ol this groat hall 
wreathed with ghastly vines, towers a gnm 
giant. He looks at you. but his eyes are glassy 
and unseeing. COME IN. I HAVE BEEN 
WAITING FOR YOU." You lee! great evil 
about him. Do you attack W300. leave, or try 
lo drspel the evil. W30t? 

W126. Dust sills to the ground. Turn to 

W121 

W127. The sawtoothed loaves snap a! you. 
use M24. but the plants have twice as many 
HP It lakes 5 rounds to fighl across the plaza 

J * J t 

W128. You must roll less than 15 on Id20 or 
turn to 298 

W129. Roll 2d20 and A the total is less than 
16. turn to 298 

W130. Roll Id20 (rt you lack rope and grap¬ 
ple add ♦ 4); if less than 15, you fall, roll 1d6 
|1d4 indoors) * W130 1-W131 2 Wt32. 
3 W133. 4 W134. 5-W135. and 

6 - W136 

W131. You collide with the cold, stony 
ground for 3d6 points of damage. 

W132. Desperately, you grab a root, catching 
yoursell with a painful wrenching. Roll id20. 
If less than 7. subtract your roll from 2d6 
points. 

W133. Your grip slips and you slide down the 
wall In a shower of debris. RoU ld20. if less 
than 7. subtract your roll from 2d4 points. 

W134. Your fall Is abruptly halted by tha rope 
looped through your belt; take id4 points of 
damage If you lack a rope, roll again W130 


W135. As you tumble head over peals, you 
spot a pool of water To make a soft landing In 
the muddy pond. Save vs Stone at -2. or take 
2 d 6 points ol damage 

W136. Fortune smiles, your fall is broken by 
a patch of brush; lake 1 d 6 points 

W137. Far to the north you sight a grand lake 
and odd little village on its shores You see 
some winged creature soaring over the 
marsh and you could swear it has more than 
one head. 

W138. eastward you spot a plume of smoke 
rising from #12. There is a mountain barrier 
to the east and south Encounter #20 is a 
pass 

W139. Doe west the land is scarred and bar 
ren forming a winding maze. Southwest you 
sight a large winged creature with a serpenty 
tail gliding above a hill From Encounter #16 
smoke pees 

W140. You may use a live bird or rabbit as a 
distraction If you cause a distraction, you 
may slip past or gain 1 tree attack. 

W141. The sound of shattering glass 
answers your haste and carelessness To 
your chagrin you t|nd a broken silvery globe 
130 It is useless unless you can repair it 

W142. Digging carefully, you unearth a 
strange silver globe, a faint tight glows in Its 
depths You may use it like a shield to reflect, 
130. 

W143. A gust of wind blows from tha cavo 
and spins you about Roll 1d20; if less than 
13. turn to W144; otherwise tumble back one 
nex 

W144. Struggling against the wind you 6tep 
into the cavern Towering spires glitter in the 
3unlight and calcium torraces form an 
unearthly diorama. The howling comes from 
the wind whipping through an opening in the 
40 foot high ceiling Tho place abandoned 
You may climb out. W130. 

W145. With his last labored breath he taunts 
you "YOU MAY HAVE BEATEN ME. BUT 
MY BROTHER WILL GET EVEN. YOU 
WONT FIND MY TREASURE ON ME. MY 
BROTHER HAS IT SAFE IN A HIDEY HOLE 
HA HAH " 

W148. The giant swings a sapling. Ml4. You 
may attack, try to trip him, M3, or use some 
Item. 

W147. SO YOU LIKE GAMIN' THIS HERE 
CONTEST IS EASY l SET YOU THREE 
TASKS. AND IF YOU CAN BEAT ME. I’LL 
LEAD YOU TO ME TREASURE. IF’N YOU 
LOSE. I GETS MY PICK OF ONE O’ YOUR 


BAUBLES." Do you wont to continue. W148 
or attack him W1467 

W148. You nod your agreement The giant 
picks up a boulder and crushes a between 
two hands. "LET'S SEE YOU BEAT THAT" 
Ybu may look for a brittle rock. W149. or you 
may use e cheese to trick him, W150. or you 
may attack. W146. 

W140. You discover a weathered skull 
among the rocks. Roll 1d20, and if you roll 
less than 13. lum to W159; otherwise turn to 

W157 

W150. You slip the cheese into your hand 
and pretend to pick up a rock You squeeze 
with |ust one hand until the whey drips to the 
ground. Startled, the giant scratches his 
head. W151 

W151. "HEY NOT BAD RUNT TRY THIS.’* 
and the giant strides to one of the rocky pil¬ 
lars and pushes it over You may attack. 
W146. attempt to push a pHlar over, read 
W152. or try to use your wits to solve this one. 
turn to W153 

W152. You brace your back against a pillar 
and heave. Roll dlOO; if your roll h great©' 
than 12. read W157, otherwise read W160 

W153. Studying the pillar you see a key 
stone supports the -weight of ono side You 
loosen the stone and then push Roll id20; if 
less than 5. turn to W157; otherwise read 

W160 

W154. The giant glowers “YOU'RE PRETTY 
TOUGH LET’S SEE YOU TOP THIS’ and 
he tosses a boulder some 200 yards You 
may attack him. W146. or use a bird if you 
have one, W155. or you coufcf try to trick him, 
W156. 

W155. Smiling, you lift the bird from your 
pouch and llmg it into the air. Tne bird takes 
wing and flies away, much to the nearsighted 
giant s bemusement. Turn to W158 

W156. Thinking quickly, you pick up a stone, 
ana sweep your arm forward as if you had 
thrown the stone a long distance; actually 
you toss it behind you. Roll 1d20; if less man 
12. turn to W161; otherwise read W158 

W157. LOOKS UKE I WIN" booms the 
giant He lifts you by you tunic into the air. 
"MY. MY SO MANY NICE BAUBLES TO 
CHOOSE FROM NOW. I DON’T WANT NO 
ARGUMENT FROM YOU." With a casual tap 
he knocks you out. When you come lo. you 
lie before W6 and either one of your remain¬ 
ing pearls or your shield is gone Lose 1 
Honor. 

W158. The giant grumbles. "FAIR IS FAIR I 
PROMISED TO TAKE YOU TO MY TREA 


SURE. FOLLOW ME" Turn Jo W49 Ga»n 1 
Honor and 1 Persistence. 

W159. You crush the skull lo powder. W1S1 

W160. Amazingly the pillar topples. Read 

W154. 

W161. "OH HO.." Pawls the giant. 
"CAUGHT YOU CHEATIN' " Turn to W157 

W162. The giant lilts the huge slab gate and 
you step through. Then, with an evil laugh he 
drops it back In place, barricading you within 

W163. The hut remains abandoned, bubyou 
may lake the cheese, it ie worth 1 ration. 

W164. 'Ey what's thra." a voice exclaims. 
Turning, you lace a woodcutter You apolo¬ 
gize »or intnjding and explain your mission. 
He grunts, T guess it's alright Want to stay 
and share my supper?" You may leave 
accept his otter. Wt65. agree to &tay. but 
watch him carelully. W 166 . or attack him 
without warning. W167 

W165. The woodsman slices you a piece-of 
coarse bread and brown cheese, and passes 
a cup dale "II you're gom* wandrm , I bests 
warn you to stay away from that hooded 
bloke west o’ here " 

Your conversation turns to your quest and 
you show him one ol the pearls. Roil ld20 
and H less than 9, turn to W168 otherwise 
road W169. 

W166. You talk as. the woodcutter pours 
cups o‘ ale and turns to cut the bread and 
cheese He warns you ol the marauding 
packs ot wolves You watch his rellocbon. try 
mg not to be conspicuous, and to your sur¬ 
prise. you see not a woodcutter, but a.tall 
robed wizard Milgor. You kick the table ovor 
and attack. W167 

W167. You charge the woodcutter, but ho 
nimbly dodges. His form shifts and there 
stands Milgor. you should have known Use 
M20. Gam 1 Honor 

W168. You feel woozy and you realize that 
the woodcutter has t»-ed to drug you. turn to 
W167 

W16t. Everything starts to reel, and the floor 
comes Crashing up to meet you A loon 
stands over you, but it *e no longer a wood- 
culler. »t is Milgor He searches ihrough yoor 
pockets and you are helpless to prevent It. 
Then ha stands w»th one of the snow pearls in 
ins lund. iaughs and vanishes Vc*u can 
move a! last Lose 1 Honor. 

W170. HAR. LITTLE MAN WHERE DO 
YOU 1 HiNK YOU'RE GOIN? THE ROAD IS 
OUT BEYOND THIS POINT. I’D TURN SACK 
IP I WERE.YOU. UNLESS YOU'D UKe TO 


TRY YOUR CHANCE AT A WEE CONTEST 
HAR HAR If you agree to his contest, turn 
to W147. or you may attack W146. or leave 

W171. You feel you are being stalked From 
distant shadows a keening wail sounds. Roll 
ld 20 ; if less than 6. you are attacked by a 
hairy beast from the shadows. Use M10 

W172. Your path is blocked by a yawning 20 
loot chasm. Vbu must use a rope 118 . roil less 
than 15 on td 20 to leap across. W130 

W173. Your foot treads on a raised llagstone 
and a dart shoots from the wal» It’s Hu roll Is 
11. It you are hit take 1-3 points and Save vs 
Poison at -2 or dio. 

W174. You loot catches on an unseen wire. 
With a whoosh, the room starts to flood with 
sand and you start to sink, To escape roil less 
man 14 on Id20 or use a rope 111 Take 2 
points ot damage each round you are 
trapped. 

W175. You step upon a iaised step and it 
9inks benaatn your weight Suddenly, a boul¬ 
der crashes down (Dmg-2d8). Save vs. 
Stone for half 

W17S. Some poor soul was not as lucky as 
you. his remains are impaled on a spiked 
branch here 

W177. You notice the creature is picking ber¬ 
ries Oh. hello." she greets you "My name’s 
Carojm. What’s yours?” II you have met 
before, read W180 Oo you chat with her 
(Rumor td8 * 4). or offer her a armk W179? 

W17S. The creature cries out in dir,may, 
M13 Lose 1 Honor You may stop and talk. 

W72 

W179. Carojm is deitghted and says she Is 
out picking goosebomes for a pie Sne will 
share one Rumor (Id6 • 6) Lose 1 Selfish¬ 
ness 

W180. Carojm s bosket is not very fuM. but 
she is. and belches politely. She has found 
something, tt m a piece of the broken tablei. 
* 20. but it ts blank. TUm to W177 

W181. Ybu spring from the trees and swing at 
the ogress but your weapon passe* right 
through her. Sneering she curses yo«i l*J to 
your Hit Rolls until you gain 2 Honor or are 
cured). The hut. well and ogress vanish. 

W182. You Irate in the shadow, but the old 
woman snilfs the air and calls out to you. 
W183 

W183. Warily, you step forward and hail her 
The old crone nawkn and spits and asks lor 
some help in carrying the water to the house 
Do you hOlp VV.184, or not WHJ5? 


W184. Subtract 1 Selfishness; turn lo W186 

W185. Add 1 Selfishness: turn to W186 

W186. Ybu enter the hut cautiously, ano the 
water is poured into a cauldron, where it 
begins to boil even mough there is no fire 
The old woman seats herself behind the caul¬ 
dron, slimng the broth with a great spoon 
and stares at you. "I am the Witch of the 
Wood9, what is It you seek, traveller?* Do 
you tell her your mission and show her the 
pearls, read W187; ara you cautious and tell 
her that il she is wise she will know your mis¬ 
sion, W188: or don't you trust her. and lie 
about your purpose. W189? 

W187. "Ah the truth is a two-edged weapon" 
she mumbles. "If Milgor you seek, draw an 
arrow from the crook, across the black bow 
string, and it will fly straightway to your dosti 
nation. Seek beneath the message" (Add 
* 1 to the encounter number you will find ) 
Steam bubbles from the cauldron and 
when it clears, you stand in an empty clear¬ 
ing in the woods .Beside you kss a fragment 
ofthe tablet Gain 2 Honor and lose i Selfish¬ 
ness 



W188.*‘You are rude, but I will tell you this. ’ 
Roll 1d4 - 9 and consult the Rumors' The 
cauldron spews a noxious cloud and when it 
clears you find yourself east of W8. and must 
descend. W130 

W189. ’Beware the many forms of Milgor: he 
seeks those which yet remain Now begone I 
have no time lor the likes of you " Roll Id 10; 
you are magically teleported to that location 
Add 2 to your Selfishness. 

W190. Use M6 Six ol the bandits attack you 
while ihe others try lo catch you »n a net The 
nntter9 roll 1d20. add i to their roll for each 
man using ihr- net and K they roll 20 . you 
have been netted Ybur attacks first slay net- 
tors Once netted, they will steal all your trea¬ 
sures. and one of the snow pearls 

W191. >bu trail the bngands to Ihou lair 
behind a knoll Turn to the poster and locate 
Ihe "Rakor’s Den" map Place the screen on 
any nf the four STARTS and trace yow Way to 
the heart of the camp 

W192. ’tour foot snags on a tripwire A spiked 
binnch whlot out and impales you (Atk td8j. 

W193. Ybu spot a Uipwire Stoopmg, you 
pull, and o spiked branch whishos by ovo»- 
nean 

W194. Ybu may sneak past by special moan: 
or ere you disguised as a bandit WI95 do 


you have some moans of distracting:mem 
W140. or are you just trying to move quietly 
W197 7 ;s 'V 

W195. The creature may make a sade'fo 
detect you. If you are detected it will attack 
return to tnat encounter. If you aro not 
detected you may slip past, or gain two free 
attacks. 

W196. A gray bohemoih slices through the 
water (AC 0. THACO 10 Atk 206) Ytou may 
drive it away by Inllicfing 15 oointB It hits 
boats/rafts at • 5. II you are in the water you 
hit at -6. 

W197. Ybu try to crawl past quietly Your foe 
may save at *4 If ho succeeds, your f6e 
attacks at * 2 tor 2 rounds and gains i tree 
attack, return to the encounter. Otherwise, 
you sneak past 

Witt. The horse snort* and attacks. M7 

Witt. While freeing the rabbit, you notice a 
culvert running under me briars You may 
move east If you cfeisire 

W200. If you attacked a sentry, the cook, or 
the mount oarliei. turn to W201 otnerwise. 
use M6 However each man has 15 hp and hit 
at * 2 If you defeat the men go to W202. 

W201. Ybu sti.ke at the leadui. but to your 
surprise it «S only a straw dummy From 
behind three men attack with surprise, return 
to W 200 

W202. This is a locked treasure chest. You 
must either pry it open. 114, o* use ol 133 
Each time you tail the trap effect doubles 
Roll for a trap and treasure Anything the bri¬ 
gands stole from you is here and a piece ol 
the tablet #10. but it is blank. Add 2 Honor 

W203. This man has id?0 gold and wears o 
brown cloak. Ybu may take the cloak if you 
wish. 

W204. In the dark shallows an eerie image ol 
a woman pinneo beneath the boulder forms 
and the gurgling seems to call for he'p Do 
you help. W205. or turn Irom the foul waters 
W206 7 

W205. Ybu wade into the waters and start to 
clear the stones from the pool, but the image 
of the woman vanishes Do you continue. 
W207 or give it up as a futile task. W205? 

W206. The splashing seams to cry a curse 
Your toes gain 4 to Hit you until the curs* is 
removed. Lose 1 Honor and add 1 to Selfish¬ 
ness 

W207. You roll the Iasi bouldei front the pool 
The water, no longer clack, splashes morrlly 
down the concourse Us bubbling sounds like 


a blossing and any curses are removed You 
drink the cool water and refill yodr warefskm 
and ii comes to you that you should seek oul 
the mayor ol the village Gain t Honor and 
lose 2 from Selfishness Change tutiite 
encounters with the Black Stream to W41. 

W208. 'Your prize shall be Ihls capotprotoc 
tion',' he snorts. “ The nest 13 atop a cliff to the 
east.’* To climb the cliff, find Ihe *0evll9 Stair- 
wav" on' the ooster. Place the screen on one 
Ol the four START spaces, W210 

W209. A strong© feeling of friendship fdrIMIs 
portly fellow overwhelms you You feel com 
pellod to help You will fight at -2 to Hit until it 
goes away Add 1 Selfishness ind turn to 

W208 

W210. To climb the Devil's Stairway does not 
require special equipment When you find a 
circle turn to that entry if you find a small dia¬ 
mond. roll ld20: If the roll Is equal to or less 
than the number in the space plus the num¬ 
ber of your starting space, you tail to the 
ground. Take idS points of damage for every 
'ow you fall and then start from the apace you 
fell to. Magic shoes allow you to Ignore the 
START space value. 

W211. Your blow bounces otf and giving you 
a look of disdain he vanishes in the wind 

W212. A voice calls oul Irom behind * The 
word is Wrap’, remember it well'* You 166k 
back, but onfy the wind stirs m ihe empty 
cave 

W213. The portly gentleman greets you 
eagerly “Do you have the scarf? Give it to 
mo." Do you hand over the scarf. W2T4 or 
refuse. W215? 

W214. The fellow strokes the scarl You gain 
the cap 1d4 • T2 and all compulsions fade 
Then he turns with an evil smile. W216 

W215. If you are under a compulsion, you 
lurn h over. W214. Roll id20; if greater than a 
4. road W217. otherwise, you give It to him 

W216. The creature turns into a giant pig and 
attacks M10 If you beat him. read W218 II 
you know a magic word read W219. and 
return here. * W 

W217. Ybu shake oft the charm, read W216 

W21I. The evil creature changes back into a 
porffy'gortlfeblan He won‘f trouble you fur 
thor. Roll for treasure. You may tako the scarf 
W219 You hnd a piece ot ttio broken tablet 
G&ln ? Honor. 



W219. "WRAP" you shout The scarf springs 


to life and wraps about your foe s head, Wind¬ 
ing him (-4 to his rolls). This only works Iwiro. 

W220. Ybu may use special means, or tn/ to 
distract him. W140. otherwise returp to W22 

W221. The donation vanishes from the bowl 
If it was at leas? a 100 gp value, gnln l Honor 
Ybu may donate twice leave or reA/m to 

W26 

W222. The figure looks up slowly anefsays 
donate one of your pearls If you seek true 
wisdom It you do. W221 if you don'l W223 

W223. The figure pulls back his hood, bho 
you find an elephant-headed man Tentacles 
burst from his chest and you are shaken by 
the horror. (-2 to Hit in mis combat) »f the 
beast hits 5 limes, read W225 if you defeat 
It. rend W226 

W224. The figure pulls back his hood and 
you face a bard old man ‘ Turn back warrior. 
My lord plans your doom in his lair” He van¬ 
ishes 

W225. With a bellow, the beast flings you 
against the canyon wall knocking your 
breath away As you struggle to stand, a 
sHmy trunk searches your pockets II take* 
one snow pearl if any are loft, or it steals your 
weapon. With a shout of triumph. It disap¬ 
pears on a whirlwind 

W226. Ybu foe l»e$ dead and bleedinq at your 
feet, but suddenly you aro grabbed from 
behirid You have been tricked, read W225 

W227. You neatly cut tne rope and crash to 
the ground taking ld6 pent* of damage 

W228. You hear a mormngdove. jay and 
joon. Two odd birds step out ol the woods 
dressed like men. but feathered, with a 
beakliko nose 'Well what have we hem?’ 
chiips the first. “A woodgrouse"” 

"Oh. definitely not,” quips the ctner. 
•Woodgrouse are out ot season you know” 
You shout at the creatures to get you down 
!‘Oh. but. it seems to be a grou9S of some 
sort.” notes the first as they lower you 'Hi 
I'm Mllty and this Is Rollie You should be 
more careful in the future." 

”Oh yes indeed. Look oeforeyou leap we 
always say” The iwo wandei off into the 
woods 

W229. Cobwebs hang from rotting timbeis 
The winding tunnel splits four ways The 
route to the nghl (* 1 ) is newly reinforced. 
W231. the one to the »eh (*t> appals Iona 
abandoned, W233 There fs a rickety fadde* 
(• 31 leading up. road W230. and s’: van (*3j 
with a 50 foot rope* hanging from a r pu«fcy 
dropping down into darkness W232 Or you 
Can return the v«ay you came. W235 
As you explore, keep a total of the values In 
parentheses for each passage vou take 
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W230. Ahead the rotten timbers have col¬ 
lapsed, blocking *he tunnel. To the left (* 1) a 
side tunnel branches. W232. right (-2) a rub¬ 
ble strewn passage slopes down. W229 Or 
there is a crevice (- 1 ) you can squeeze 
through. W231 

W231. The musty odor of earth tills the air. 
The passage to the right is buried In a cave 
in The tunnel winds ahead (0) into darkness, 
W232. while a set of stairs (-1) lead down into 
the earth, W229 Overhead theie is a narrow 
chimney (* 1 ) leading up to the next level, 
W233 

W232. Rubble litters me passage The tun¬ 
nel slopes upwards (*■ 2 ) straight as an 
arrow, W233 To the let! (0) the passage 
switches back, W230. while to the right* a 
crawlspace (- 1 ) leads to a parallel tunnel. 
W231 

W233. The air is stale and ihe passage 
cramped The passage twists upwards f v.i) 
ahead and turns to the right, road W230 
while a corridor branches at right angles to 
Ihe toft (-1) through a vein of shale, W232 
Behind you (0) the path recedes into dark¬ 
ness, W229 Tb exit this maze, if your wan¬ 
dering total equals 0. turn to W234. 
otherwise, continue on II you are frustrated. 
there is a collapsed way to the right that you 
might be able to squeeze through, W235 

W234. A fresh breeze greets you as you 
stumble out into the sunlight, it seems that 
persistance does pay oil. Gain 2 Persist¬ 
ence. 

W235. In desperation you try to claw your 
way through the rubble This is a risky path, 
the stone is cracked, the timbers rotten Roll 
1d20 ( * 2 with a dagger. - 4 with a grappel); 
if less than 18 lurn to W236. otherwise you 
break through onto the mountainside to the 
west of the mine. Lose 2 Persistence. 

W236. Roll Id4 4 W228 and lum lo that pas¬ 
sage. 

W237. Wilh a cackle he tells one rumor 
<1d8 ♦ 8) 

W238. A dark, shadow glides across ihe 
ground and you spot a young roc winging 
toward the nest. To leave you must Evade. If 
you succeed, you slip quietly away, but if you 
fall lum to W239. 

W239. A shadow blots tho sun as a huge bird 
of prey dives with a shrtek to attack. M23 

W240. The stone cutter cries out In amazo- 
ment. and flees, sweonng at you as he goes. 
Ybu may search me area. W243 or leave. 


W241. Grumbling, the stone cutter drags Ihe 
stone to his workstool Then mopping his 
brow, he offers you a drink of spring water 
"As I said, don’t gel many strangers ’ere 
Mostly scared of the foul lizard what roosts to 
the north of 'ere Feel free fo sit *n rest a spell. 
I got work to do. 8est you keep out of that hut 
whilst I'm gone, an old witch livos there."' and 
he leaves Ytou may explore the area. W243, 
or leave 

W242. You stride over and help him drag Ihe 
block to Ihe workstool He is grateful, and 
brings out a bottle ol wine, a haunch of cold 
venison and bread You rest and dine, Cure 
1-4 hit points and you may keep the wine and 
meat 

“So you're lookin' fer Mllgor? One nasty 
chap, that un He comes around here often, 
visain' the old witch what lives in that hut 
Take care." You thank him and help him load 
a finished tablet onto his back. He sets off 
toward town Ybu may go to the hut, W243, or 
feave 

Site f 

W243. You C'oss over to the old hut and peer 
In one of the dingy windows It appears to be 
empty, but fust as you turn to leave you hear a 
moan Do you leave or look inside. W244? 

W244. You push open iho door and warily 
step in. From a cot comes a moan. Pulling 
back Ihe cover you find a filmy, young maid, 
he lips parched, chained to me wall. Read 
W262 

W245. You must pry tho lock open 114, or 
pick it 133. If you succeed, goto W251, i! you 
fail, read W252. 

W246. The maid struggles with you, bul you 
manage to force some water down her 
throat. She gags like a man. Turn to W249 

W247. She gasps. “Allisha. if it please you 
my lord Oh please, do free me Irom the 
dutches of INS horrible witch I cannot bear 
Ihls torment and will surety dio." Turn to 

W252 

W248. You turn away and leave Ihe wench 
screaming like a banshee and tearing at her 
chains, cursing your birth mat you should 
leave such a helpless child a prisoner. Lose 2 
Honor. 

W249. Surprised, you shove Ihe maid from 
you. Her form shifts and reshapes into that of 
Milgor. Wilh a curse ho attacks you. M20 
Gain 1 Honor 

W250. Your strength fades and you fail. With 
n laugh, she tosses her hair, and standing 
there is no maid at ail. but Milgor. He steals 
one ol your snow pearls and vanishes. You 
recover 

W251. She nearly swoons In your arms, but 


reaches up and kisses you Roll id20: if 
greater than 17, lurn lo W249; otherwise 
read W250 

W252. Please sir,’" she moans. "Won't you 
save me from this wretched witch?'' Do you 
break her chains. W245. offer her a drink. 
W246, ask her name. W247. or refuse her 
thinking ii might be a trick, and leave W248*’ 

W253. From this vantage you see southwest 
two twin peaks, a herd ol bison on the south¬ 
ern plains and west, gigantic birds circle 
above the mountains 

W254. A 20-foot-wide and deep chasm 
blocks your path You must either use a rope 
111. try to leap across—roll greater than 14 
on 1d2G—or fall (1d6 • W130) and you must 
now climb W130. 

W255. A lucky caste of your weapon brings 
down a rabbit. Add 1 ration lo your total 

W256. You find a narrow path up and down 

W257. The trail has grown faint Ybu ore lost 
Roll 1d6; move: 1 - NE. 2-E. 3 - SE 
4 SW.5 W.6-NW. 

W258. The trees and brush form on impass¬ 
able tangle. Ybu may try to chop through, 115. 
or pass by special means. Otherwise, return 
to your last space and go around 

W259. You have found an apple tree heavy 
with fruit. Add 1 ration to your supplies 

W260. A waterspout erupts from the water. 
Roll less than 15 on 1 d20 or be dumped in Ihe 
water and have to swim lo safely W75 

W261. The stone melts. Behind is a dark hall 
TUrn lo Ihe Caverns of Couronn and start at 
A0. Gain 2 Persistence and 1 Honor. One of 
the chips of stone turns out to be a piece of 
tho tablet 



W262. An evil laugh rumbles through the val¬ 
ley. 

W283. Roll 1d6 and move yourself to that 
encounter. Ybu flush with embarrassment 

W264. The valley quakes, mat is all 

W265. Ybu find yourself at entry W47 

W266. MilgoFs evil face appears on the door 
and loughs at you. then it fades 

W267. A pool ol stagnant water blocks your 
path. You may leave or try to swim It. W75 
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W268. You f*nd the gnaly corpse ol a moose 
Apparently mauled by several different ani¬ 
mals 

W269. You have blundered into quicksand 
Use a rope, 121. or swim. W75 (double dam¬ 
age). 

W270. The hall seems amply except for an 
urn resting »n the middle of the hall. W272. 

W271. An ominous feeling fills this room. 

W272. Tho urn explodes your foe leaps out 
and embraces you. M73 Use M18 

, , j'— & _ * r 

W273. Turn to T3 

W274. You tug at Door #1. It creeks open to 
reveal o vast treasure hoard Do you step 
through. W277. or reconsider, W91? 

W275. You stride through Door #2 and find 
the earth whirling. Roll 1 d20 and move to that 
location in the wilderness 

W276. Door #3 opens wide on a raging tern- 
peal. Lightning flashes and thunder booms 
Do you step through. W278. or reconsider. 
W91? 

W277. Choose which direction to move 
However, all of your nonmagical treasures 
disappear. 

W278. Lightning singes your eyebrowsand 
makes your hair stand on end. but you may 
step out of the room in any direction you 
choose. 

W279. Roll 1d20. II greater than 17. turn to 
W283; otherwise, read W284. 

W280. A serpent hides hero, use M24 

W281. Roll for a chest trap Within Is one 
scroll hidden beneath mounds of silk. 

W282. Here hangs a new woolen cloak 

W283. Ybu discover a golden key in tne 
mosaic. 

W284. This ts an exquisite work of art 

', i • v* ~ A * 

W285. You can barely read the inscription. 
To open the gate to great treasure. 

Tiirn the locks in their measure. 

Man is bom. and Joins a tamlly, 

Ho turns at tasl to one of sympathy, 

Even as these numbers run. 

Piace the keys, at last have done. 

W286. You spot a loose lintel stone and pull it 
aside Behind you find a copper key 

W287.7b determine If you use tho keys in the 
right order, gold • 1, silver - 2. and cop¬ 


per - 3 Whon you put a particular key in a 
certain koyhole add the number for ihe key 
and keyhole together and add to • W288 

W288. Tho trumpeting of the Elephant Man 
tills the hall \tou may waft. W289. or leave 

W289.Your nemesis suddenly attacks from 
behind.-Ml8. and gains surprise, unless you 
saw him coming If you hold his bane, the sil¬ 
very globe, you may use it W297 If you 
defeat the horroc turn to W296 

W290. A golden light fills the room and the 
key clicks Into place 

W291. Fire lances up your arm Take 4 points 

of damage 

W292. The air is charged and all non-magic 
metal objects, except the keys, ding to tho 
door and you cannot remove them until the 
door opens 

W293. A pleasant chiming sounds and tho 
key clicks Into place. 

W294. All your ralions rot. the key falls out 

W295.Tnls room reeks of stalo hay and 
dung. Vbu search through the straw anrfHhd 
a potion, T12. 

W296. You chop the deformed head from the 
body. There on a slender cord «s a silvery key. 

W297. You heave the globe at the writhing 
chest tentacles, and they seize It. With a 
scream the Malfera shrinks, consumed by 
the globe. A silver key on a cord clatters to 
the floor. 

W298. You crash to the ground and take ld6 
points of damage. Turn to W127 

W299. Searching through the remains you 
find a tarnished amulet, with the Symbol ol 
Light. 

W300. He laughs mockingly. Use Ml4 but 
he 19 immune to normal weapons arid only 
takes halt damage from any other attack. Roll 
id20. il loss than 10, turn to W302. while you 
light. II you win. road W304 

W301. If you have remove curse or the amu- 
let ot light turn to W303 

W302. You notice a garland of palo flowers 
resting on his brow, and you sense evil radi¬ 
ating from them. If you try to grab the garland 
to destroy it. you must roll to hit AC -2 with r 
• 5 penalty. You may not attack if you try. II you 
succeed, turn to W304 

W303.T!>e garland of dealhpale blossoms 
resting on his brow shrivel and fall. Sight 
returns to your foe’s eyes and he seems 


dazed You may attack, M14. or wait, W304 

W304. The giant rubs his eyes MY 
THANKS. UTTLE MAN YOU HAVE LIFTED 
MY CURSE." If you have slain his brother, he 
bellows and attacks. M14: otherwise, tum to 
W305 

W305. "I OWE YOU A DEBT THERE IS 
TREASURE BENEATH THE ALTAR I WILL 
LIFT IT FOR YOU AND YOU MUST CRAWL 
UNDER AND GRAB IT" Do you do ar- he 
requests. W306. or do you leave. W307' ( 

W306. Beneath the altar you Hnd a chest. 
Yon drag it out and must roll for one chesi 
trap The chest contains one scroll one 
potion, and any treasure that the other giani 
side from you. There is also a magical nn&ol 
pleasantness II will allow you to pass by two 
unpleasant enoounlers without suffering any 
effects and then Is useless The ring has no 
power over Milgor. In addition, you Hnd a 
pinceof the broken tablet. 415. but II is blank 
Tum to W307 

W307. You gain 1 Persistence and 2 Honor. 




THE VILLAGE OF GYER 


01. This appears tob© the town square Roll 
a random encounter, and turn to that entry 
Once you resolve the encounter, return here 
Here is a grassy knoll and a number ot Bin 
gte raH fences circling a high post at the cerv 
tor ot the square On one of the fences 
porches a steeping Gyerian His snoring 
trends a young sapling over. The post »n the 
center has signs stapled to it 
There am signs pointing north that say 
tester " "hole in ground." and "seedlands '* 
Those pointing east read, "hawk she ad," 
old,btooy." ano big birds." Ana those port¬ 
ing south say "earl," "nasty snootface " and 
"our sister's house." 

02. "This hut seems dilapidated and run¬ 
down You caff out. out no one answer so 
you push open the door Large cobwebs 
hang from the celling and dust covers the 
cracked Moor. There is a pile of rags beside 
the door. G 22 . or you may search the place, 
G23 

G3. Here are two wooden replicas of six-foot 
mil birds, carved with amazing lifelike detail 
One faces south find one east The one too- 
jng you has emerald green eyes No one 
appears to be about. Do you attempt to pry 
the eyes from one of the birds. G24? 

G4. This large pond Is decorated with water 
lilies. A path skirts the edge of the pooi. At* 
you pass the pool you hepr a voice cry out. 
Watch it! You really put your foot In ftf" 

Yqu don't see anyone, but you notice a d»s- 
torbflnco in the water and sen a largo, 
brightly-colored fish H pokes its heart above 
fho water and says. "No fioh.ng here, shpjl 
one’" Do you wan! to try fo talk to the ’4sh 
G25 throw something a? it. G26. nr try to 
caiqh «t G2r? 

05. This dwelling is more solidly-const ructed 
than the other huts. A all, thin feathered fig¬ 
ure Stefa out from behind the hut. stooping to 
add to his bundle of sucks. Seeing you. he 
dumps the sticks on e large stack and walks 
over 

Won. what have we here?'’ he asks >>»«!* 

antly Meiswett-groomeC You greet him. end 

he asks what he might do for you. Would you 

Irka o bito to eat. G29. speak of Mitfior G30 

or ask for information. G37 1 ’ 

• 

05. Anead you see a tali black Gyegan with 
stooped shouldem, his hands folded wib 
head bowed. He seems lost in thought Do 
you Interrupt fo ask about Mitgor. G49 clear 
VOUr throat to catch his attention. <541. or just 
try to walk quietly past. G42? 

07. This is a small hut with a beaded curtain 
across the doorway As you approach tire 


hut, 9 voice calls out. "Step forward Chrtatov 
Y*ttn. I have been waiting for you " Ybu brush 
aside the curtains and within a smoke-filled 
room sits an old bird a kerchref Hod about 
her head. On her right shoukJer perches a 
bluejay. cawing at you 
She ignores your questions and gestures 
tor you to be seated For me to answer you* 
questions, I must see this Item tor which you 
search, she cacktas Do you hand her one of 
the pearls. G49. just show her the pearl. G50 
or tell her you just want to know where Miigor 
can t>e found. G51? 

G8. Raucous squawking assails you as you 
approach what appears to be a cor'ral holding 
a dozen young rocs They seem agitated, 
and every so ohen one leaps over the fence, 
and the harried keeper gives chast* Do you 
wont to help him catch the oscnping birds. 
G54. use an i»em, G55 or continue on? 

G9. Thus hut is disheveled and leans to one 
side A slovenly birdman stand* in the back 
yard He walks up to an open space between 
two high walla With a squawk, he fails down 
as if he had bumped into something He 
stands, shakes his heeo, and tries again 
muttering to hrmsql!. Ybu may reave the wov 
you came or investigate for yourself. G98 

G10. Ybu walk up a long hill to this old mud 
hut It is almost two stories tall .The door 
hangs open on one hinge Ybu hear a low 
moen as you stand in front of the door If you 
enter, go to. G6 1 . or you may look around Out¬ 
side. G82 

Oil. This hut has blue ruria'ns in the win¬ 
dows The door is locked Yfcu may leave 
search lor the Key. G71. or ooen the door in 
rmofher w.iy if yob have fho means. G72 

012. Sitting In a rickety chair in front of mts 
house re a Gyerian with a very red nose Do 
you approach Mm.OTS? 

G13. A dog here re all cove**© with feather® 
He freezes and pomte at you os you 
approach He seems hungry. Yfcu must throw 
him a ration or he attacks as a wolf. M 26 

Q14. A huge basin of water and a splashing 
fountain sit in the cental of this place Ybu 
rimy refill your waterskin or wash up. ordtipk 
from the basin Tbrn to G79 

G15. Smoke streem? from the door of this 
hut. but no one seems concerned. Ybu may 

investigate If you like, G80 

a - , 

016. You hear laminar voices a9 you 
approach trite hut Around the corner step 
Miity and Rollle. ** Aren't you'^* begins MHty 


"Oh no, of course not dear brother, he 
neverreturned from M'lgor's" interrupts Rol¬ 
lle 

"Yos. yes Vbu're quite right" 

"Pardon us sir, but have you met our sretor 
Wedna? She's such a nice girl.' These two 
make your head spin and you are happy to 
get away 

G17. The sign on this large dwelling says 
"EARL ol GYER," No ono seems to oe 
about You could knock. G82, or leave 

G18. A sign on this nest proclaims Orville." 
A thin figure steps from the door. "HI hi hif" 
he calls out. Tm Orville I live here. What 
can I do lor you? Say you have a strange 
face what happened toybur nose? Ybu don’t 
five In Gyer d6 you?" 

Ybu can try to get a worrt In over nts mutter 
logs of "Pity about that face, poof dear.’ G66 
or [ust be on your way 

019. This funny hut has pirtk curtains Id the 
windows and a Gyenan girl stands on the 
lawn "Hi,” she introduces herself. Tm 
Wedna. won t you stay lor toa?" So mis Is 
Wedna. the dear sister Ihat they say is gener¬ 
ous to a fault You could stay. G88, or politely 
excuse yoursell, 

G20. A small child sits here playing with a 
bird tne size ol a hen. At your approach. U)« 
btrd meows and run* up a tree. The chiki, in 
aprs. stands a! the base of the tree his arms 
outstretched, crying You may quietly sneak 
awpy G91. help retrieve the bird. G92. or pay 
no attention and search the area. G93 

G21 . You discover four odd white pillars, four 
feet tail. Each appears to be made of sacks 
nfbiocka. Ybu may step closer to investigate, 
G96. or took behind them. G97 

G22. These are only okJ rotting rags. but they 
are infested with fleas and now you start to 
itch and scratch. Suffer a -1 penalty to AC 
and Hit Rolls until you bathe. 

G23. >ou made it across the rickety otd floor 
safety, but to make it back, you must roll Ies3 
than your, Wisdom or taka Id4 points ol dam¬ 
age from falling through the floorboards. 

G24. As you reach your dagger to prv the 
eyos pul. there is an indignant squawk 
behfpd you and the second bird comes to life 
and attacks you. Use M23 The eyes in the 
wooden statue are only worthless quartz 

G25. You kneel beside me pool and cafl out 
to tho tiuh. Roll id6 *G30 am turn tn mat 
entry 
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026. You loss a stone into the water, and thp 
fish dives beneath the surface. You are sud¬ 
denly drenched with a spray of water and the 
fish giggles and hides beneath a lily Return 
toG4 




027. You chase the fish, but it hides beneatn 
some lilies and you cannot reach it. Cau¬ 
tiously you reach beneath the Irty pads How 
ever, a sharp pain In your hand and 1 point ol 
damage tells you that wasn't a smart thing to 
do. Return to 04. 

026. MKty and RoHie escort you to one of the 
three Stan spaces on the map of Gyei “Now 
straight ahead ts the town square;' chlrp6 one 
"Yes. straight ahead You can't miss h." 
echoes the other. "Be sure you say hello to 
our sister Wedna. she's generous to a fault." 
they say and then leave you 
As you wander through Gyer you must roll 
a Random Encountor every time you find a 
small hex symbol and whenever you cross 
the main street. 

029. The Gyerian introduces himself as the 
Nester and invites you in for a bile to eat He 
offers you dried seed and stale bread which 
he devours with relish. "Wo don’t see many 
strangers in town. I should caution you to 
stay away from the Parson if you meet him, 
he is a dangerous bird " After choking on a 
crust of bread you politely take your leave. 

030. Suddenly, the follow, named Nester, 
becomes quite excited. "MHgor, that mad 
wizard! He worries me, playing tricks all the 
time on travelers, My sister, Carojin, likes to 
travel and picks berries over by his home in 
the northern mountains. They're bigger over 
there I’m afraid she won't return one day! In 
fact, she’s away today on a trip south to find 
the oracle If she were here, she could tell 
you where to find Milgor. I hear he lives in a 
series of never-ending tunnels ’* 

"Maybe there is something ol interest at 
Carotin's nest Do you go to Carojln's. G38. 
or stay for a bite to eat. G29?’ 

G31. The fish smiles at you and chirps. "Are 
you crazy? I'm just a dumb fisht" Turn to G4 

032. You ask about Milgor and the fish 
responds "The mine’s the place'" Return to 

G4 


033. In reply to your questions the fish 
squawks "Nester knows!" Return to G4 

034. It's a secret." bubbles the fish. "But. 
I'll whisper it to you " You lean forward, but 
the fish sprays you with a stream of water, 
then dives beneath the surface Return to 

G4. 


035. 1 Thf number is sweet sixteen." the fish 

calls cryptically Relum ’o G4 

036. Foi a gold piece. I'll toll your fortune." 
offers the lish. If you toss it a gold coin, roll 
id4 * G30 and read that entry, otherwise 
return to G4 

037. "If it's information you want, you should 
see our mayor, the Earl of Gyer Ho lives to 
the south you know," and the fellow bids you 
good-day. 

036. Nester leads you north, east, south, 
and finally east He finds the door open and 
says. "Hmph! Someone musl have been vis¬ 
iting." Add • 28 to tli© encounter number and 
turn to that entry 

039. He rummages through the hut, looking 
for something of note. "I recall my sister 
found something on the road the other day 
We couldn't figure out what it was. but per¬ 
haps it may be of some use fo you," Nester 
quips. "Ah yes!" he 6ays and pulls a small 
vial from a tangle of yarn 
It appears to be a potion bottle. T9, with the 
Ore word for "Repair" on the side 

G40. Your interruptions are not appreciated 
The fellow glowers at you "Churl, you have 
disturbed my meditations! How dare you!" 
he rails You may apologize for the Intrusion. 
G43. shout back at him. G44. or leave the 
way you came 

G41. The creature looks al you rudely and 
says "Shhhh!" Return fo G6 

G42. Roll ld20. and if less lhan 15. turn to 
040, otherwise read G47. 

043. Nfcu attempt to apologize for having dis¬ 
turbed him, but his ravings continue and now 
he hits you with hia cane tor 2 points ol dam 
age. Do you swing back at him, G45, or try to 
calm him down with a gift. G46? 

044. Soon you are engaged in a shouting 
match and a crowd gathers Fortunately, your 
toe turns to preach fo the crowd and you slip 
away 

045. You wallop the fellow and he sits down 
with a thud. He is silent and dazed for a 
moment, bul then looks up with a smile and 
says, "Oh. pardon me. I didn't realize it was 
so important. I don’t know anything, but I'd 
be pleased to help heal you. T62 

046. He lakes the gift Add one point tor 
every 100 gp value of the gift If you roll that 
number or less on 1d20 turn to G46. other¬ 
wise read G43 


047. You slip quiolly past 

046. So. you are contrite and have seen the 
error of your ways, \tour humble apology is 
accepted." You may leave, or attack him. 
G45 

049. Ybu hand her one of the snow pearls 
She looks closely at the pearl and the jay 
cackles. "I'm sorry, deary," she smiles, "This 
seems to be a fake.' And before your eyes 
the gem melts away. With a shrill laugh that 
turns to a rumble, she changes to Milgor and 
vanishes! 

050. You draw forth a pearl and hold it In the 
palm of your hand. The old lady peers across 
the table at the pearl, "A pretty bauble I have 
never seen its like in thrice thirteen years, 
and you will probably only see its brother If 
you search at one less and seek the next." A 
strange shaking overtakes you Roll 1d20. If 
you roll less than 6 turn to G52. otnerwise 
read 053 

051. "Ohhh? Cautious you are I will read 
your fortune then " She takes your hand and 
stares Into it. "You will only find what you 
seek, it you look beyond the mountains, to 
the north " Glancing at her a window, you see 
the reflection of your enemy Vtou kick over 
the table and attack Milgor, M20 He ts fully 
healed if encountered before. Gain 1 Honor. 

052. You are paralyzed. The old witch 
changes to Milgor and he lifts the pearl from 
your hand! Then he Is gone You recover 
slowly, bul not from fhe humility you have 
faced Lose 50 XP and 1 Honor. 

053. You shake oft the numbing effects of 
ihe 9peil The old lady's form blurs and there 
stands Milgor. fully healed You may attack 
him. M 20 

054. Roll your Hit Roll vs AC 0 to captors a 
bird. Then roll 1d20 for the bird and if if rolls 
less man 15. ft escapes Once you get one 
bird back to the corral, read G56 

055. >bu may use rope. 119. or a flute HO If 
you have them, otherwise return io G8 if you 
succeed, tho pleased keepor asks if he might 
have the item Do you give It to him G57 or 
refuse G56? 

056. The panting keeper thanks you for your 
help, and offers you some advice. Avoid the 
old bird to the north, he’s a bird ol prey and 
mighty dangerous. Gain 1 Honor and t Per 
sistence lor helping him. 

067. The keeper is very grateful for fhe gift 
and gives you a random scroll. Turn to G56 
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058. you dig for half an hour, until you break 
through beneath the wall to the other s»do 
The hole ts too small tc take more than one 
weapon, you must leave the rest ot your gear 
here It you cross, read G59 

G59. You hear a faint call from the Gyerian 
"That house is haunted' No one goes there!" 

G60. Wedna is surprised, but not hud "No 
one has ever told me ft was bad Ybu are the 
first honest person who found fault t shall 
reward your she says and brings you a scroll 
with a magical message written on It. Ybu will 
newt a read magic spell to decipher it 

081. Steppirg inside a cold breeze blows 
across you and you see ghostly ligures of 
light dancing in the center ot the room Moan¬ 
ing fills the room Do you leave in a hurry, or 
investigate. G63? 

082. You lind an old covered well Peering 
inside you find a ladder, G66. or you may 
enter the house G61 

' 4>a. 

063. A chIU wind whips your hair and figures 
dance about you! But they do not attack You 
then discoye* the’apu'Ce ot the haunting 
Crystals bung before an open window blow in 
ibe moanjng cold breeze and set sunlight to a 
sparkling bnnoe amidst the dimctoudsl, 

Now that you know the source afthe haunt¬ 
ing. you may leave or search There Is a back 
room. G23 an old,rug G64. and a battered 
stove G65 

• * * 9 

084. T6 your disgust, wnen you lift the rug. 
an entire tanuiy of cockroatftfcs run tor the 
corners On the floor lies © piece ot the bro¬ 
ken taolel. It is Wank Return to G63 

fii 

065. Tre stove is. rusty and filled with ash 
While searching the stove, your hand 
touches something that moves. An odd bird 
*ith a whiplike tall attacks you. use M2 If you 
wm you may Atfum to G63 

G68. Climbing the ladder, a rung breaks and 
you fa]* in a heap on a plie .of dirt It smelts of 
earth snd mokt down hen? Turn to G68 

087. To climb the broken ladder you must roll 
less tnan *5 on 1 d 20 or fall and take 1 d 6 
polnU of damago. If you fall, retard to G69. if 
mem ts a door you may tenvc 

088. Tbu d*scovp» f a tunnel leading away 
bWSfis alt oavecfin. There is.a shove) in 
the din if you want to dig. Q€9. or you may try/ 

to climb back out. G67 


069. Roll 1d20. It the roll Is less than 4 tafco 
1 d 6 points ot damage from collapsing earth 
You dig for several minutes unfit your shovel 
uncovers a skeleton Ybu may leave. G67. or 
continue to dig. G70 

070. tou drag the skeleton aside and dis¬ 
cover a rotting parchment The sc r oll is a 
map showing two paths Irom the upper right 
comer to a space 3 squaros south, and the 
Other to the space a: the center bottom A tew 
more minutes digging and you break through 
into a tunnel You may move to any of the 
noted spaces, o' leave. G67 Gam t Persist¬ 
ence 

071. Ybu find a key beneath tne mai. read 
G72. Lose 1 Honor 


072. The door creaks open: nobody is home 
There is a covered birdcage. G73. and a 
scrap of paper on-the table. G74 


073. When you pull .back the coVer of the 
cpge you lind the door is open, and a large 
blackbird attacks you causing 5 points pi 
damage IJ then Hies out'tfra door of the hut. 

'' n ' X ' 

074. The now rs difficult to decipher, out you 
finally make sense of t ‘/Brother Dear have 
gone lo pick gooseberries and gel the ora¬ 
cle's reap© tor pio eack tomorrow There 
seems Httie else of interest. 


078. As you step lorwflrd the Gyecan lets 
loose a terrific sneeze bowling you over Take 
2 Hpiflts ol damage He can otter little help 
You could otta/ turn your cloak to keep him 
warm. 076. or perhaps soma Win©,-077 

* t < i i —_ 

078. The Gyerian Is very grateful for yOur 
cloak, buf not for the use you oxpected He 
raises It to his nose and blows "Much bed- 
der" he says. Turn to G78 

077. The wine seems to .warm the poor fel¬ 
low and ho seems <nucn better Turn to 078 

078. T have someding for your troubleho 
says, and hands you a note. "Take this to the 
tart. Ho will reward you." he sniffs. 

078. While you bend over the basin, a iigufe 
rushes past and leaps into rts confer This 
Gyerian >s muddy, and ne qu.ckly flits fhe 
water with mud .and lualfwa 

080. Thisappearsto be a smokehouse. The 
pleasing aroma ot hickory tills the air. but 
your 9tomath tmns queasy wnen you sep.the 
s» foolong worms hanging over the raflete 
fo dry along «Wh-uie bundles o’# seedpottc 
Beside the Huf ten o«Uar,door G8I 


081. This door leads mto a runnel to the 
north but the far end is collapsed. G68 

082. A noble-looking Gyerian answers tha 
door He Is faHer than most and finer dressed 
"I am the Earl of Gyer May I help you?" he 
asks Do you ask him for d'fections. G83. 
speak of Milgor or show him your note. G84 
or threaten him If he doesn’t help. G85? 

G83. "Not much I can tell you I would seek 
out Nester to the north cf town He knows this 
area wetl," and he closes the door 

G84. Ah, mat detestable rapscallkm I'm 
sure I can otter some help, but I'm afraid no! 
what you seek. You should journey due south 
from here, and almost at the limits of the 
land, you will find the oracle. She can help 
you." He bids you we'l on your way. and then 
as an afterthought he hands you a scroll. 
T39 and a meco of broken lablet "These 
may be of some help " 



G85. He is surprised at your throats, but not 
frightened. He takes a tin of snuff from his 
pocket. sniffs it. and gives a mighty sneeze 
that knocks you down the stairs and mto a 
free for 6 points Lose * Honor. II you attack 
him. use Ml 3 

G86. You extSfrn yourfoumoy to him and ho 
responds. "Vec. ihat Milgor can be a nasty, 
can't he Come inside and we will figure out 
what u»do with your problem." .Without wait- 
log, he turns and walks back «nfo the house 
Do you follow. G87 or leave"? 

G87. Thu inside ot the hut is dirty. There are 
no chairs, fust some squat tables O'vio set 
ties in behind on© of-the tabies. swishing 
from side to sid© until he is comfortable 
*' Please join me." he says animations tq the 
floor "Now then. Milgor. I've heard people 
say that he lives On the western side of the 
mountains fn a box canyon. But who knows? 
Abo<8 two miles as the crow flies, but then 
you don’t tty now dc ifoti? Well, I hope IV 
been of some help, no says as be crawls out 
from under the table. ‘Tve got an apte/y to 
run you know " Nfau may leave 

G88. Wedna brings‘out a small tray with a 
china teapot seedcakes, and biscuits: You 
slj on the Iront fawp and she pours you adup 
ano otters yow'a bl*cp4. Tha tea is dreadful! 
You.nave never mstpef anythtogjo^ad- .Ybu 
'©a anyway, GB9 politely 
excuse yoursolt Split the tea. G90 or tell her 
it's bad, G80 
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089. After you leavo you must roll less thf n 
your Constitution o t take i point ol damage 

090. When Wedna sees your cup 1$ empty, 
sho pours you more Return to G88. 

091. How selfishl Add • 1 to your Selfish 
ness 


ness. Vbu discover a root cellar. Stored here 
are casks ol water, fruits and berries, though 
lew appear edible There «s a door. G81 


094. Beneath the sign ol Milgor’s return, 
search tor another (add - ^ to the 
encounter you fmd there). 


points ol damage each round until you reach 
water or smoke. Or you may U6e an item, turn 
to RW24 

097. You discover these are beehives. You 
could have been stung 


092. You must climb the tree by rolling less 
your Dexterity score on ld20 twice 
Each time you (ail take t 06 points of damage 
When you reach the bird, turn to Q95 if you 
qive up read G93 


093. Selfish boor. Add » 1 to your Selfish¬ 


095. Just as you reach the catbird, it flies 
away. However, when you reach the ground 
the ohitd says. ’Nice man. Good to 'Ybnny 
Tell Bspal” and he runs off. Add 1 to your 
Honor and subtract 1 from your Selfishness 

Q96. These are beehives. You are attacked 
by a swarm ol bees. Ml 5 They sting for 2 


099. When you step forward, an invisible wall 
blocks the path "My dear departed-for-eise 
where father invented H He called it ’class’ or 
something," the dazed Gyerian mumbles. To 
the east you sight a fancy house high on a hill. 
Oo you want to uy to cross the KMoot-laJI waH? 
YOu could use a spell, or a rope to climb over. 
W130. or a dagger to dig under. G58 or just 
leave If you cross turn to G59. 










THE OUTER COURT 


AO. Von stand before a granite door. There Is 
an inscription carved into its surface—a rid¬ 
dle and a string of numbers. 



Among these men, ono's the greatest. 

It nses above the others, 

None can divide it like the rest. 

It has no lessor brothers. 

Choose the man to meet the test. 

And Hnd that portal dear. 

Dig m if you would find success. 

I wam you. persevere!" 

"8 9 to 11 12" 

The tunnels beyond are a maze ol natural 
envea. end are filled with the musty odor~©f 
earth and dark waters If you possess any of 
the three pearts you began with, they glow 
faintly like a firefly. Beyond lies Mllgor's tail 

There are several rule* to note when wonder¬ 
ing through these caverns. Pint, when you find 
a small hex. roll for a Random Encounter 

Next, these caverns are magical and impair 
the use of infra vision. If you are not using a light 
source in these caverns, you will always be sur¬ 
prised. but you may still surprise your foe. If 
you are using a light, however, you may never 
surprise a monster. You have a penalty of -2 to all 
of your Hit rolls and saves, and add ♦ 2 when¬ 
ever you are asked to roll ld20 if you arc not 
using a light. Different light sources bum for dif¬ 
ferent amounts of time. A torch or a flask of oil 
will bum for one level of the dungeon or until it 
gets wet. 

Climbing. You muy attempt to climb over on 
encounter. Roll ld20 for each space you cross. If 
the result is greater than 14, you fall (roll 
Id4 + Wl30 for results). Then return to the 
encounter. Add the following modifiers. 


♦ 4 Finished stone walls 

♦ 3 If walls are wet, cold or hot 

♦ 2 Lack a grapple 

♦ 2 In darkness without a light 
4 I Por each space just climbed 

A1 . Th.s if* a stony cavern with large booklets 
arid mammoth stalagmite* thrusting up trom 
the earth This chamber o cool and trails ol 
slime streak the watts Roll 1d5 1-3- A21, 
4 RD2 5-A22.an»16 A23 


A2. A idtio odor Mis this chamber. At tne* back 
ol this chamber you find a atone altar carved 
„ to resemble a rosebush Over the altar hangs 
a serpent ol mono with a large red gem in its 
mouth. A41. Something lied behind it A42 

A3. This chamoer is quite damp and water 
trickles down the walls, forming Imie pools on 
the Hoot. Patches ol moss and mushrooms 
glow in tho dark. Roll 1 d6: l A25. 2 RD5 


3 A28. and 4^ - A24 

A4. In the center of this chamber is a crum¬ 
bling siono well. You may Investigate if. A46. 
toss something in. A47, search. A57. or 
leave. 

A5. Mbu crawl into this hidden room from the 
secret passage You l»nd a torch wedged into 
a crack and may take It In the middle ol the 
room lies the body ol a small red-haired man 
dressed in expensive, brightly-colored silks. 
You may leave, search tho body. A55. or pray 
lor tho man's soul, A56 

A6. From tho edge ol this space you sight a 
growling troll chewing its claws, picking oft 
lice, and cleaning itself You may try to sneak 
past. W195, distract it. W140, talk to H A70. 
or attack. A71 

A7. The floor of this room is hidden beneath a 
huge nest of branches, brush, ano bones 
Have you slain tho troll, A72. or not A73? 

A8. You hoar an odd chitiering coming from 
this chambor and peer mlo the room. From 
the shadow you see a monstrosity, half man. 
half scorpion, pacing and swinging a large 
halberd. The sting on us fail drips deadly poi¬ 
son. Do you attack. A74. try to laoso him. 
A75, use seme other item, or leave? 

A9. Ybu see that the floor ol this chamber is 
flooded The air smells of saltwater and you 
can hear falni sobbing Do you wade in. A77. 
climb ovot. AO. wail. A79. or leave? 

A10. The watot slowly recedes and you i*nd a 
largo, locked treasure cheet On top are lour 
indentations the shape ol a gem. There is no 
apparent lock. Do.you try to pry u open A67. 
chop it open. A88. ligure out th* purpose ol 
the mountings. A89. or leave? 

All. This chamber i$ lestooneo with cob¬ 
webs In thu center of the room Is a largo 
cloth sack spilling over with silver coins On 
top rests a large sapphire (4.500 gp). Do you 
search the room. A57, pa*6 on, A113. ouAko 
some of the treasure. Aii4 9 

A12. This room opens onto a bottomless 
chasm a narrow bridge leads across il 
Winds howl up from the depths ol the chasm. 
Do you leave, use a special means to cross, 
search tor a secret path. A57 or brave the 
bridge. Alls'? 

A13. This area is loose earlh and rocks and u 
looks as if there might have been a cave-in It 
saam3 io be as far as you can go It's time to 
answer the fiddle horn the dpor Do you turn 
back, search for a passage. A57. pray for 


guidance. A16. or dig. A17? 

A14. This room contains only a black pool 
There seems to be nothing of importance 
here You may search. A64. or leave 

A15. You burst through the wall into a cham¬ 
ber beyond. You have solved the riddle Gam 
3 Persistence and turn to BO 

A16. If you have mot a ghost A18. otherwise 
goto A49. 

A17. To dig, pick one of tho numbers from the 
door at AO and add * Ai00. Read that entry 

A18. A ghostly voice echoes in your ear. 
'This is the place, dig In. again and again.** 

A19. You dig and dig. but still don't seem to 
bo getting anywhere Do you want to con¬ 
tinue. A20. or give up and look elsewhere? 

A20. Your back aches and your muscles are 
weary But just when you think you can dig no 
lorige' you break through Read A15. 

A21. A cool breeze blows from behind you 

A22. The earth rumhle** and shakes A cave 
Is not a good place in an earthquake! 

A23. A great rumbling tills tho chambor anda 
mass ol crystals thrusts up from the earth In 
Iron! of you. "hecrystals twitch and move as 
il they were alive. Do you attack them, A27. 
wait. A28. oi try to move past thorn. A29? 

A24. The sound ol dripping water echoes 

A25. A mist stirs slowly In me air, creating 
eerie shadows on iho wall 

A26. A green pool of water beside you stirs, 
and npples splash against its banks. Then 
thu waters swell and rise up. Do you attack, 
A30 wait, A31. or try to move past. A32? 

A27. This creature tr, ;i kryst It swings itr 
crystale like maces and makes sounds liko 
stone clicking on stone. Use Mi6. Once il 
has caused 20 pointsof damage turn to A33 

A28. ' you have met this creature Delore, 
read A34 If thrs is lha first lime n,ad A60 

A29. Tho creature steps in Iron: of you A23. 

A30. This creature is a water weird, made ol 
living water Firo will cause double damage to 
It. Ii hisses at you and rises to attack. M2i 

A31. If you have met this creature before, 
turn to A35 if this Is the first time read A62 
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A32. i- he a w/ive Ihe creature leaps up and 
bashes into you. knocking you down Return 
to A26 

A33. With the sound of grinding stone, the 
kryst sinks back into the earth making worri¬ 
some sounds. 

A34. Did you grant him his request. A36. or 
did you refuse. A27? 

A35. Did you grant him the favor he asked. 
A30 or did you refuse A37? 

A36. The kryst greets you as an old friend 
and says he has something special for you 
which you may find useful m your struggles 
against Milgor Roll for a rod This only hap¬ 
pens once 

A37. The weird gurgles at you. Soooo. you 
don't trust us. doooo you 7 We show gooood 
faith. Give trade. Now gives us your water.’ 
Roll for a potion. If you give it all your water, 
tum to A38. otherwise it hisses as it slides 
back into the ground 

A38. Add 5 hp tor each dnnk you gave it and 
tum to A30 as it viciously attacks you! 

A39. "Indeed you are solid Know that MllQor 
can be defeated by the crystal sword, but tt is 
broken and must be pieced together” Reed 
A33 


A40. This is a discarded child s toy. 



Ml. The stone snake does not move. It 
holds a large mby.ig as moulh. A45. and a 
slot m the top ol the altar You may donato. 

A** Ll# 


A42. 6ehind the altar 15 the decaying ccnisn 
of a cave toac There are no wounds noon 
the body It appear? to be lying on something, 


Roll 1 coin. Read A2 

A43. You drop your corn in the slot saying a 
quick prayer. You notice an inscription on the 
aJtar which reads. Turn away from sin which 
lurks above." Startled, you puli back in time 
and are not surprised Read A44 

A44. The stone serpent suddenly springs to 
life, cropping the ruby, and attacks Use M24 
II you slay the serpent, add * A49 to the next 
encounter. 

MB. You reach for the ruby with a smile on 
your lips, but to your dismay, the serpent 
moves A 44 

A48. As you lean over the welt 10 look in. the 
stone collapses. Roll 1020; if greater than 14 
turn to A48. otherwise you may leave. 

M7. \bu hear a distant spjash if you threw 
in a treasure, you may make a wish. A49 

A48. Ydu fall into the wefl and take ] d6 points 
ol damage Now you must climb out AO 
Each time you fall, you take idfi points ann 
must roll m 1 = A5t, 2 - A52 3-4 A53. 
£6 A54 if you escape gain t Pei silence 

M9. Maybe it will come true someday 

A50. vhu find ihe huge ruby in the shadow ol 
a boulder It is worth 12.000 gp You also find 
a fragment of the tablet 



A51 . *>u splash Into the water and sink like a 
rock Struggling lo reach the surface, you 
drag something up with you It Is the bones bl 
another poor soul who never escaped 

A52. You bump into something. Reaching 
beneath the water you find a rusty grapple 

ASS. Vbu swallow some of the rancid waters 

A54. You crash against wall on the way 
down and take2 additional points of damage. 

ASS. You tihd a sack with iwo large gems, a 
deep Wud sapphire (5.000 gp) and a pale lav¬ 
ender amethyst (9.000 gp) There is a jour¬ 
nal. A58. and a piece ot the tablet. Gam 1 
Honor 



ASS. You bow your head in a moment Of med¬ 
itation and a chill creeps ovpr your body. 
I ookinfl up you aren't sure if a the* o' 'he 
tight or if you really sec a sad ghostly image 
of the man standing there pointing at a book 
in his body's hands When you look ag&ln he 


is gone. Gain ? Honor and lose 1 Selfishness 
When you stoop to pick up the book. A58 
you Imd a large amethyst (9.000 gp) 

AS7. Roll 1d6 on a 1-2 add - A55 to th* 
area's number and read that entry 

A58. With little ellort. the book slips Iron: his 
hands. Inside you find a travel journal The 
Iasi entries are dated for the past few days 
His name was "Martr" and it seems hi 
came upon the caverns by chance The last 
entry seems the most important 

The secret of tho tunnels I have discov 
erod i9 'Light ‘ I know not what all this means, 
but I do know I shall net rest until t have 
solved the mystery.'* An aerie chill creeps 
over you. 

A59. You find a secret panol mono w.ili and 
behind it is a scroll, T37 

ABO. The crystal creature remains motion 
less, but you hear a voice in vour head ”1 am 
a kryst. I coma from tna Plane of Earth 
Milgor has trapped mo here. I would be free 
Can you help? II you would give me your 
greatest jewel. I will give something in 
return.' Do you grant nis request, A39. or 
refuse. A33? 

AB1. You are my mean I will carve you for 
my supper: it chuters "Let me caress you 
with my blade and stroke you with my tart'" 

A82. The creature skwhns and burbles 
Slowly you make out words "We have seen 
thy Lke out-once before—. Are you such as 
he? Shall we smother you in our dopfhs? We 
are weak now. but once we were strong. If 
you are not like Milgor. prove it Give us a 
drm* " Do you g ve it what it asks, A38. 01 
refuse «t and slip past the unoulahng crea 
lure? 

A63. Vbu stumble across a round wooden 
cann ster as you leave this chamber. It is 
painted a dull red if you open the cannistOf 
turn to A40 

AB4. As you bend to search behind the boul 
der a shadow rises on the wall and you turn to 
find tho black pool rear mu up from ns boo 
atop a sunken stone slab, to attack. MS. If 
you best tho creature, you may search again 
A57, nr leave. 

A65. You find a tunnel leading to the right 
Gain 1 Persistence 

ABB. voy discover a sp>dorfike creature hid 
dem In tho shadows it attacks. Ail4 

A87. Ybu do not discover a secret w4y 
acro**. 

AB8. if there 19 a secret door it is buried’ 
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A69. rfcu find that me stone slab appears to 
be some sort of trap door You will either have 
to pry it open. 114. or smash it (AC 0. HP 15) 
After 3 rounds of hammering, roll a Random 
Encounter. If you open it turn to A65 

A70. The troll roars at you and beats its 
chest. You may now only attack. A71. try to 
slip by while it rants (Evade, but if you fall it 
gains one free attack), or leave 

A71. The troll picks up a stick and breaks it 
over your back (td4 points). Use M25 If you 
roll greater than 15 on your Hit roll, read A76 
If you deteat it turn to A81 

A72. You dig through the nest and find one 
coin and a large topaz (7.000 gp) 

A73. You poke at the nest, and suddenly the 
wounded troll erupts from It In a shower of 
sticks and bones and attacks you with sur¬ 
prise. M25. 

A74. With a shout you charge the honor, but 
with dazzling speod it dodges and now you 
have lost your advantage. Use M19 If you 
defeat him. add • A70 to the next space. 

A75. Use 120 to lasso him. but he can still use 
his tail once you are mounted on his back 
Turn to A74 

A76. At your mighty blow, the beast screams 
in dismay and runs away to the north, A81 

A77. You wado into the water. You will be at -2 
to hit while in the water. Turn to A79 

A78. In a black pouch hanging on the wall, 
you find a potion. T5. and a rod, T42, and a 
large agate (8.000 gp). If you are still missing 
one of the three pearls thal you started with, 
and if Milgor stole it. you find it here also. 

A79. A shuffling and loud walling precedes 
the appearance of a giant troll. He Is holding 
his belly and crying uncontrollably, and the 
streams of tears feed the salty pool Do you 
wade in to attack at -2 because of the waves. 
A80. throw him some food. A82. play a flute if 
you have one. A83 or leave? 

A80. The troll bawls all the more at your 
attack. M25. but has double hp If it hits you 
twice, turn to A86; if you win read A85 Lose 
I Honor 

A81. You linaapioca of tho tablet. 418. but It 
Is blank. Thero is nothing else of interest. 

A82. The bawling troll gobbles down the food 
and then continues to cry. Do you attack it. 
A80. throw it more food. A84. or leave? 

A83. T he flute lulls the troll lo sleep Lose t 
Selfishness and gain i Honor. 


A84. The creature wolfs the second ration 

and then settles down for a nap. Do you 
attack it. A80, or let rt sleep. A85? 

A85. Gain 1 Persistence 

ASS. The monster seizes you and tosses you 
out of the room. 

A87. Ybu cannot pry it open Read A10 

A88. The chest is all metal and can't be 
chopped open Read A10. 

A89. You discover that the four depressions 
are the exact size of some of the gems you 
have found To puzzle out the lock take the 
number of the stone you are using and turn to 
the "Gem Chest" on the map and look at one 
of the spots there. Add the number you find lo 
the stone you are trying and add • A50 to 
find tho entry to turn to Add ♦ t for a topaz. 
♦ 2 for a ruby. • 3 for a sapphire, and - 4 for 
an agate or amethyst If all 4 gems fuse to the 
lid turn to A90 

A90. At last the chest clicks open The four 
gems crumble to powder. Inside the chest 
you find the hid lo a broken sword of crystal 
'rbu may also roll lor the contents of a chest 
In addition, you find a piece of the tablet. 



A91. The chest glows red hot. take t point 

A92. i he room shakes and rocks start to fall 
from the ceiling. Make a Saving Throw vs. 
Stone or take 2d4 points of damage. 

A93. The gem glows and fuses to the chest 
with a click. 

A94. Turn to A22 

A95. You are caught in an Icy blast. Take 2d6 
points ot damage. Make a Saving Throw vs 
Breath lor hall damage 

A96. Turn to A93. 

A97. Suddenly a force lilts you and throws 
you across the room. Take td6 points. 

A98. A dart hits you for 104 points. 

A99. You are teleported to A0 

A100. Make a Saving Throw vs. Spells or 
take 1 shock point of damage 

A101. Turn toA92 

A102. Turn to A93 

A103. Turn to A93. 


A104. Turn to A22 
A105. Turn to A97 
A106. Turn to A92 

A107. Your fingers slip and you fall into the 
dizzying darkness. A painful jolt stops your 
fall and then there is no pain Turn to El 

A108. You clew at the earth, but rubble shifts 
and slides Turn to A92. 

A109. You dig for some lime, but don't get 
anywhere. Do you want to stop. All6 or 
continue. All7? 

A110. You dig for some minutes but don't get 
anywhere. 

A111. You dig and dig and soon your face is 
caked with grime and grit fills your mouth, but 
you don't seem to be getting anywhere. Do 
you quit, A116. or continue. A19? 

A112. You dig and dig and suddenly you 
break through. Clearing the hole you crawl 
through and find yourself back at A0 

A113. You walk past the troasuro looking 
regretful, add * A52 to the next oncounier. 

A114. Out of the darkness crawls a spider¬ 
like creature. It attacks viciously, M22 If you 
beat the creature turn to A118 

All5. To cross this treacherous path, you 
must make a successful climb roll A0 If you 
fall, turn to A119. If you don't, turn to A121 

All 6 . This must not be the way. You have 
found nothing and give up In disgust Or you 
may try another path. A13. 

A117. You dig, but still aren’t getting any¬ 
where when suddenly there is a rumble. A92 

A118. You find 500 silver pieces plus the 
large sapphire. Add t to your Solfishness 
You also find a shovel here 

A119. The winds whip you off balance and 
you slip to your knees. The edge Is precari 
ousiy close. Roll 1d20: if less than 5 turn to 
A120, otherwise read A121 

A120. Vfau fall over the edge. If you have a 
grapple, read A122. otherwise read A107 

A121. You manage to keep your balance in 
the high winds and move on. Gain t Persist¬ 
ence 

A122. With a stroke of luck your grapple 
hooks tho side, but as you scramble back up 
you lose your grapple. Go to A121 
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THE MIDDLE RING 


•0. You stand before a marble door A nddlo 
is inscribed on its surface. 

"FaM is what you need to win. 

Past trial, fear, and pain; 

Persevere when you begin, 
and find which one's the same. 

Choose what's primary to life 
the common mot of all: 

Win past danger, tear, and strife, 
and answer to that call" 

"24 45 63" 

These halls are cold and dank The lock on 
this door has a round hole the size of your 
thumb You need one snow pearl to pass 
beyond this door. II you don'I have one you 
mu$t search further Your pearl glows palely 
like the moon Lose 1 Persistence for each 
encounter you avoided in the Outer Court 

B1. The tunnel widens to a chamber here 
The floor of this chamber is flooded with 
muddy brown water A depressing dampness 
hangs In the ale Water trickles noisily down 
the rough wan Beyond the pool of water is a 
smooth, mud-covered area Do you wish to 
climb across the area. 822 »wim the muddy 
pool, 816 . throw something in the water. 
B17, or turn back? 

B2. Do you swim. B21 or climb. B24? 

B3. The walls slope inward here and It lidiMi 
cull to climb ( * 3 to roll). A muddy slope lead', 
up out of the water to a tunnel. You walk 
across, read B26. climb. B27, or you «nch 
along {be edge of the wall, B28? 

B4. From Ihc entrance of this room you sde a 
man In tattered clothes siding on a stone 
bench. He wears a rough burUp tunia :t 

'feu cough fe catch bis attention. He looks 
up, his surprised expression quickly chang¬ 
ing to a smile “Thank noodnessi Heift at 
lasTT he sighs, tugging at his ueard as he 
standi- He stumbles and you reach out to 
catch him. but smash your hand against 
some invisible Darner that blocks tl>e dgor 
‘ Ah.'* he pods. “Thors the problem you see. 
I'm trapped m here" 

Ybur hand feels something smooth and 
coo* but you car sec ughl through it. 

. ;>ty name is Kendle. Mlfgor let.*, me III 
never escape until lean solve this riddle." ne 
says and wawis a piece o» parchment I 
. don't nave much to offer, but if ypu can-help 
I'll give yoy this ointment I nave-1 thrnk the 
riddle has something to do with the Sarrfer" 
You read the nddlo as he holds It before you 

"Menace to the oyster, 

Healed thoroughly 

Magically creates me. 

Something you cant see.’ 


II you know the answer, add up the num¬ 
bers from the alphabet of each of the loiters 
in the word The total is the entry to read. Oth¬ 
erwise. you shake your head sadly, B3! 

A - 1B 2C-3D-4E 5 F 6G-7H Q 
I-9J- 10K- 111 12M 13 N 140; 15 
P- 16 0-17 R- 18 S 19 T 20 U 21 
V-22W 23X-24Y- 252-28 

B5. Here is a pol¬ 
ished oak door 

The door has no 
lock, but it does not 
open at a shove 
Six small metal 
disks cling to a 
metal plate on the 
door 

On ihe door, a toother scroll hangs. It says: 

"Move one to make two. 
not three, rows of four" 

Ybu may ignore the fiddle and try to Break 
the door open. B32, or you may try the nddle 
To solve the nddle, vou may move any disk 
except -4. to ony of tne loitered locations 
When you are done, turn to B40. 


A 



B6. The heavy wooden door cronks open 
You find a ropm containing a table spread 
with Silk, upon which three treasures lie. A 
rod, T46 a potion, T16, and an emera‘damJ 
diamond necklace worth 9.000 gp. There is 
also a piece of the lablot t- 



B7. This chamber *3 divided by a row o* five 
stone pillars. The pirns are manmade anl 
oddly sectioned A iwrow passage runs'hfcrth 
behind thum and * wide hull to the west 
^n 
Bt. Ybu squeeze pas» a pillar andslip along 
the narrow passage Between die first two 
stone pillars you spot a still cave toad watch 
mg.the mam noil. Squinting into Ihe darkvyou 
think you can make out others between each 
ot the pillars. Ybu may attack with surprise 
B9. or try to sneak past. B34 


B9. A cavo toad Waps from between the pHton. 
Use M3 To your dismay three others hop out 
behind their comrade, and you mUsi detest 
each one if) turn. Only two run attack you o*Ch 
turn because of tho Cramped space 


BIO. As you cores the are*. your fool scuff* 
at someihing In tho dirt It is a bag of tome 
son T3f Gain 2 Honor 

: i, 

B11. The tunnel widens horn tnto a chamber 
The uoor ib covered by a sfilr; clear pool’ *be 


room is very cold and there «s tho smell of 
frosf Do you try to climb, B35. wade the pool 

B36 throw something in B37 or leave? 

B12. Are you climbing. B52.or skating. B48? 

B13. Are you skating, B51. or climbing, BS2? 

B14. This chamber is as hot as an oven The 
floor to covered with iron plates and above 
the floor dances a fiery nbbon. The walla arc- 
rough and provide many handholds. At the 
tar end of the chamber you can see a spin¬ 
ning golden crystal hanging from o threeo 
Beyond It you sight a door. Do you brave the 
flame B56 try to climb above the fire, B57 
use an item to protect vou. B59. or lease*? 

B16. There are nine doors here. A drffereni 
bronze number is tacked on each door 
Countless blades and arrows hong from the 
ceiling by threads. You may search, B60.*try 
one of the doom, B70. or leave 

B16. The waters are shallow. You wade 
through the muck, stumbling over sub 
merged oostades *A 

B17. Ybu throw a rock Into the, dark waters 
Sluggish ripples spread and tap at tho walls 

B18. Ybu find a cask bobbtng-in the murky 
waters You may now move safely across tne 

»ast of the wmor without rotting 

B19. Vtiur loot becomes tangled in some 
thing ooneath the waters Roll 1020, ff toss 
them M take 2 points of damage and swim 
on, otherwise* turn to 823 

B20. Something dark and ghastly move* 
your wav. But to your relief it is only a branch 

B21 . The water deepens and you must swim 
these filthy waters. Roll 1d20; tf the result,is 
greater Than 13. reecJBtfl. It less man 6. read 
B19. and M between 5 and 14, road B20 

. ■ r 1. m\ ; C*| > * ‘V 4W 

B22. Usd AO to Climb, Ifybd toll read B25 

B23. Something pulls you beneath 1h« 
waters and you foe; your air rushing away, 
twk* Id6 points of damage Ybu thresh m tho 
dark -water and finally reach the surface back 
one space (-3 to swiml 

B24. Ybu encounter a patch of slime: add - 4 
to your roll and if you fall turn to B2S 

B2S. Ybu plunge into the dark waters. 823 

B26. You slog through the bog. me mud 
•tickmg At vour feel. A*you reach the middle 
your boot slips oH your toot, stuck-ln the mud 
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Reaching Jo retrieve the boot, you are sur¬ 
prised by a muddy form that omerges from 
the morass It reaches for you. Use M21 If 
you roll o 19-20. road B29 

B27. Use AO to climb, Dul if you fall, take 1 d6 
points ol damage and roll down the muddy 
slope to splash into the water Read B3 

B28. You edge along the sloping palh You 
eye the mud with distaste and are startled to 
see a muddy form rise up from tho bog. M21 
It attacks you. It you roll 1-2 on your Hit roll 
road B30; on a 19-20 turn lo B29 

B29. The lury of your aftack drives the beast 
back Vfau try to Evade It you fail read B30 

B30. You slip in the slimy mud and slide past 
your foe Info the muddy waters. Read B3 

B31. Thanx you for trying.' Ketidle 3tgh». 
and turns away. Lose 1 Honor 

B32. Lose'2 Persistence and 1 Honor You 
may try to pry the door open. II4. or chop It 
126 When the door open6 roll a trap 

B33. Gain 2 Persistence and i Honor The 
answer is to stack #5 on *3 The door opens 

B34. you may sneak past by special means, 
W140. or try to move quietly. W195? 


B35. Use AO to climb. Add - 3 to tne roll due 
to the cold If you fait read B38 

B36. To your surprise the poo! is frozen and 
you slip and fall Standing is difficull but'you 
may move slowly or return to 811 

B37. You throw a stick II bounces and slides 
across the frozen surface 

B38. You crash through the ice and plunge 
•nto tho frigid waters. Take 1 d6 points of dam¬ 
age. Roll Id20; If less than 17. turn to B47, 
otherwise take ld6 points and roll again. 

B39. Motes of light dance before your eyes 
and the doors and all the blades vanish! You 
are cured of any damage you look while in 
this room, for it was all illusion Gain 2 Per¬ 
sistence and 1 Honor and lurn to CO 

B40. Add the number of the piece you moved 
to Ihe number ol disks that you can see when 
you are done and add * B35; turn to that ontry 

041. A high-pitched giggle fills the air. 

B42. A blast ot wind musses your hair 

B43. Nothing happens a waste ol lime 

B44. Yaur hands are covered with slime. 

B45. Ol course you’re right Read B33 


B46. Go to AO n s the place to be 

B47. You break through a thin patch ol ice 
and gasping you drag yoursolf out 

B48. Balancing awkwardly, you slide across 
the ice. Roll Id20. If you roll less than 5. turn 
to B38, it you roll 19-20. read B49, and if the 
number is between 4 and IB.-iurn to B50 

B49. You find a sack ol sand lying amid somo 
dry branches You may walk safely now. 

B50. Tho going Is slippery, and tno ice is clut¬ 
tered with broken branches. Roll td20; if 
greater than 14. you slip and fall, crashing 
into the wall Take t point of damage 

B51. Crossing this «cy expanse, you see some¬ 
thing protruding from the rce and find a piece of 
a crystal swordblade embedded In the ice You 
may try to chop it loose 853. or use lire of some 
sort to melt the ice. B54. or leovu 

B52. A large icide falls from the ceiling and 
hits you causing 1 point of damage and add¬ 
ing • 2 to your dimb roll It you fall, read B3B 

B53. Use 126 to chop it loose Once you chip 
the blade, loose turn to B55 


Atk 104) This door leads nowhere 

B62. Y'our yank on this false door sets the 
blades to clanging Rolla1d6 * RD2. 

B63. A dagger files past and embeds in the 
door II you open the door, turn to B39 

B64. Roll id20 • W10 With a flash ot light 
you are teleported to the wilds 

B85. Tho rapid stacatto of blades thunk Into 
the wood wall before Ybu are surrounded 

B66. ’wo darts fly fTHACO t5. Atk 1-3) 

B67. A weapon breaker flies at you and 
destroys the weapon you are Holding. 

B68. Turn toT5 

B69. A wave of silver moonlight bathes you 
and you are cured of 2d6 *■ 5 points of dam¬ 
age You are also toloporiod to A11 

B70. To open a door, add the number ot the 
door to - B60 and turn to that entry 

B71. Your nead reels, but you kec-p going 
Add ► B60 to the next encounter space 


B54. The lire melts the »ce away, and you fjsn 
the blade from the frigid water Rend 


B55. If you have another piece of Ihe sword 
and the moans to repair It. you may You also 
find a piece of the stone tablet Gain t Honor 



B56. The blast of heat makes it difficult to 
breathe As you step forward, the plates to 
either side fall away to reveal fiery pits, leav¬ 
ing only a narrow bridge between them. B76 


B57. Use AO. but It you fall, go to B72 


B58. ’ GLASS” is the answer. You saw right 
through it Keodle Is ecstatic at being free 
Ho shoves a jar into your hands, T47. and 
dashes oft down the hall and you hear him 
splashing In tho water and giggling 
YOU search the room and discover a piece 
ot ihe broken tablet. Gain 2 Honor. 


B72. The heat washes across you. You reel 
and fall. Instinct alone saves you aa you grab 
at I ho edge of the iron bridge Ybu dangle 
above the tlame. the ho! metal soaring your 
fingers. Roll 1d20, and if you roll less than 15 
turn to B73; otherwtse read B77 Subtract 
any bonuses you have versus fire. 

B73. With every ounce of willpower, you pull 
yourself back onto the bridge Tiirn to B71 

B74. You have reached the huge golden 
crystal It seems filled wilh some liquid You 
may leave, try to push it Into the tire. B78. or 
try to break It It is AC -2. HP 20. Each round 
you strike it. you take damage as B56 If you 
reduce it to hp 0, turn to B75. Behind the 
swinging crystal Is a locked door You may 
attempt to pry it open, 114. then read B76 

B75. The golden liquid cascades over you 
putting out the fire and healing you back to 
full hp Gain 3 Persistence If you are missing 
a pearl that Milgor stole, you find one here. 



B59. You may uso magical means or use 
your cloak. 12 Z Turn to B56 


B78. Roll id8. if the result is 7-8. take no 
damage, otherwise, suffer 1 to6polnls Then 
roll 1G20 if less than or equal to 4 plus the 
damage you suffered this turn, read 072, 
otherwise turn to B71 


B60. The sound ot wmdehimes fills this roorp 
when you step in. Then a blade flies past you 
to embed Itself In ihe wall All the blades are 
swaying. You may leave or try a door. B70 

B81. Three daggers fly at you (THACO 11; 


B77. With a cry of anguish, you fall into the 
fiery pit TLim to El 

B78. All you do is set if swinging harder Him 
to B76 to see it if knocks you into ihe pit, then 
return to B74 
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THE INNER CIRCLE 


CO. Here is an Ivory door wilh a riddle. 

"Reflect upon your path my son. 

To find the way before: 

Smote thyself or be undone, 

To open the final door'" 

These halls are (mished stone, not rough 
caverns Two acorn-9ized depressions sit 
above the lock- You need two snow pearls to 
open this door, if you don’t have them, turn 
back The poarls shine with the light of day 
So close are Ihey to their final brother Lose 1 
Persistence for each of the encounters you 
avoided m the Middle Ring 

Cl. This room is carpeted with ashes. The 
ash is two to three leet deep and you must 
wade through it to reach the far exit To cross 
this room, use the Ashen Alcove" map 
Start at one of the fwo triangular spaces at 
the bottom and work your way to the top. 
Whan you find a number in the space, add 
the Stan number and turn to that entry to find 
what is hidden beneath the ash. This room 
reeks of burnt flesh and wood 

_ _« ■ M i ««,* | h 

C2. Something moves toward you within the 
ash Use M2 Add * 7 to next space 

C3. Ybur loot kicks something, and reaching 
beneath the ash. you find a woodon box 
inside this velvet-lined box is a scroll, the tip 
of a crystal swore, and a piece of the tablet. 
You gam 1 Honor. Can you repair the sword? 
If you have all truee pieces and can make il 
whole, turn to C35 



C4. A heavy n>eta! gate blocks the tunnel, 
preventing you Irom going any further. To the 
right of the gate is a senes of small holes. a6 
large as a finger. Do you try to lift the gate. 
C34. stick your fmgei in a hole. C27, use your 
dagger. C20. or leave? 

C5. The chamber beyond this archway rs 
filled with darkness. Light does not penetrate 
the gloom nor does inf revision work here. To 
cross this room, use the "Darkened Hall¬ 
way" map Start at one of the two triangular 
spaces at the right and work your way to the 
left. When you find a number, add your Start 
number and turn to that entry to find what you 
have stumbled on. This room is filled with a 
bitter, pungent odor. If you cross the passage 
add ♦ 1 to the next entry. 

C6. tour foot kicks something into the light; Il 
•s a potion. T9. Gain 1 Persistence. If you are 
still missing one of the three pearls thal 
Milgor stole from you, you find a small pouch 
holding one of those three 


C7. Before you is a dim. distorted mirror. Ybur 
reflection is twisted and leering The room 
seems empty. You may search, C29. or leeve. 

C8. Ybur foe lies broken on the ground. Now 
you must fulfill the riddle Do you strike your¬ 
self. C30. your dead foe. C31. your shadow. 
C32, or the mirror. C33? 

C9. A ghostly voice echoes in your ear "Time 
and that which you cannot see is tho key to all 
things. Persevere, your task Is almost won." 
Gain 20 XP. Turn to CIO 

CIO. Lose 2 Persistence tor every encounter 
you avoided in the Inner Circle. Add I Honor 
to t coming so far Tho doorway beckons. Di 

Cl 1. Spikes! Take Id6 points of damage and 
move back. You may not cross here! 

C12. Surprised, you slip and (all into a pM 
Ash blinds and chokes you To climb out. roll 
greater than the number given below, on 
id20 v E9cape cnanco. based on the direction 
you exit: back - 4. to either side - 8. across 
- 16 . it you fail, you fan back into the pit and 
take Id4 points ol damage 

Cl3. The floor benealh your leet feels soft 
Suddenly it moves and you aro thrown to 
either side (your choice). 

Cl4. You step on not coals and leap back! 
You may cross but suffer Id6 points 

CIS. Ytour leg is caught in what feels like a 
leafy boartrap Take 1 point of damage You 
are attacked by a screaming, flying beast (AC 
-2; THACO 11. Atk ld4; HP 15). You mus! roll 
less than 13 on id20 to escape You may 
fight the beast or try to escape If you escape. 
the attack stops. 

Cl6. A flying creature collides with you In this 
space 0 point damage) and knocks you to 
either side (your choice). 

C17. Suddenly there »s no floor and you tum¬ 
ble into a pit. take 1 d 6 points. To crawl out. 
you must roll greater than the number given 
for the direction you move: 4 back. 8 - to 
the side, 16 across. It you fall, you fall back 
in (1d6) You hear a rustling from a direction 
based on the row you are in: 

flow Direction Row Direction 

1 - Ahead 6 right 4 Beside &ioft 

2 - Beside A right 5 - Overhead 

3 - In Iron! 6 - Behind 

CIS. Something swings irorti the celling and 
knocks you to either side (your choice). 

C19. You are caught in a strong, sticky web. 


You must roll less than 13 to cut your way 
through. Something crawls down ihe wub 
and attacks (AC 0; THACO 9; Atk 1 d4 1: HP 
20). You may fight or cut the barrier II you 
leave, the attack stops. 

C20. Milgor told me to expect you. 
Tonslayer! You aro either very brave, or very 
foolish 1 1 shall be your undoing. Ho springs 
at you. M68 

C21. With a horrible groan, the grate slowly 
raises a couple leet then crashes closed 

C22. Gas pours out of a hole and you pass 
out. You wake up-soine time later at BO 

C23. With a horrid screeching the gale 
opens. Gain 1 Persistence 

C24. Stone crashes down from the coiling 
Save vs Stone or take 2d4 points. 

C25. a bell chimes. Roll id6 * RD4 

C26. Lightning dances across me gaje 
Make a Save vs Breath or take ld6 points 

C27. Your finger is stuck and won't move 
You must loosen it with oil, 133. or roll lees 
than 13 on ld20 or take 1 point ol damage 
Turn to C28 to see what happened 

C28. Look at ono of the nolos on tho poster 
and add the number you find there to C20 

C29. You touch the cool surlace of the mirror, 
and are surprised as a crystal hand reaches 
out and seizes yours. A crystal double steps 
Irom the mirror and attacks with sui prise. 
Use M17 It you defeat It, turn to C8 

C30. Record your damage Read C8 

C31. Dishonor* Lose 5 Honor! Read C8 

C32. Vbu weapon clangs off the wall In 
future battles, if you roll a i it will break Noth¬ 
ing happens otherwise Return to C8 

C33. The mirror shatters and beyond you see 
a room it! with golden sunlight. Gam 1 Honor 
If your Honor is less than 10. turn to CIO. oth¬ 
erwise. turn to C9. 

C34. Ybu strain, but Ihe gate won't budgo 

C35. You loin the Iasi piece to the crystal 
sword and once again it Is whole! Gain 2 
Honor. The sword sings in the wind as .you 
swing it If is an earth sword - 1 (id8 • 1). 
and gives a bonus ol • 2 to your Hit roll, (tom- 
age caused, and saves when attacking crys¬ 
tal creatures or Milgor. 


CENTER OF THE DUNGEON 


D1. Across the silvery shards, you step into 
an unoccupied chamber, lit by sunbeams 
tram a window overhead The light dances 
off the pearty walls and a golden pedestal on 
the far side of ihe room. 04 Beside it stands 
a dosed oak door, pound In silver, 02 To the 
right, hanging on the wall Is a tall hourglass 
with the sands trickling through it. 03. On the 
wall beside toe entrance you discover a pioce 
ol the tablet 



02. Htou step to the wooden door end lug at 
It 6 latch It swings open Beyond it lie the 
crossroads and three trees that hove 
become so familiar But when you attempt to 
cross the portal you find an invisible barrier 

03. The sands within the hourglass are dark 
Woe changing to sky Woe as they fall to me bot¬ 
tom The hourglass appears :o be mounted or 
a prvot in the wall, so mat it can easily be turned 
over to the left 05. or to the right. 06 

04. Resting mop mis four-foot pedestal, bathed 
m golden light •*» the last ol the missing anow 
pearls tragedy, you reach to claim you* prize 
Sparks leap as you hit an Invisible barrier Ntou 
message your numb fingers and pond*' 

Mtu could throw a rock at the Darner. 08 or 
strike it with a weapon. Of 0 if you have a mage 
sword you may add its encounter bonus 

05. Nbu rofete the hourglass to the left and the 
sands in the bottom now change to n reddish 
hue. At the same rime the light in the room 
shifts and you note that the Run Just seems to 
be rising outside VbumaylumthehcurglMnto 
the nght. 06 O keep turning left. 07 

D6. you turn the hourglass to the right and 
■now the sands in The bottom turn golden. The 
shadows in the room become long *nd you 
note that the sun seems lo be setting outside 
now >bu may lurn the hourglass lo tho loft. 
05 0 ' to the nght. 07 

D7. Shadow? sweep across the room, now III 
by a pale silvery fight Outside, night seems 
to have settled. and overhead you can see 
the moon, nearly lull. ri3e to cast its rays 
through Ihe window, dimming the stars This 
must be the very thing you seek, for beneath 
the alar and moonlight, the pearls reach :toe 
- height ot their power When you find f he pearl 
you may add • 2 to the encounter number 
when you attempt to get ft. 

08. The rock bounces and disintegrates. 04 

09. Mustenng your strength you swing your 
weapon But your mighty blow ts turned by Ihe 
barrier and you are staggered Dazed you 


ieem to hear a voice in your t»ead, “Only Ihe 
crystal sword may shatter this mighty ward.*' 

DIO. >bur blow rebounds in the wind You 
could strike again. D9. or seek another path 

Dll. You raise the crystal sword and smite 
Ihe barr or Your blow resounds with a mighty 
clamor of chimes but the barrier does not 
fall It seems the time is not yet nght 

D12. You raise your weapon, and Ihe moon¬ 
light dances along its blade With a sllen* 
prayer you swing For a moment Ihe barrier 
shivers, and you catch your breath: out then, 
with a clang it turns the weapon aside. A 
mightier weapon than this is needed 

013. Dry-fippud you Gland before the pedes¬ 
tal draped in the silvery moonlight and raise 
Ihe crystal sword Then, with a mighty cry, 
you crash your blade down upon the barrier 
There is the sound of goblets shattering'sho 
Ihe barrier goes down 

Silence fills the room, setting motes ot ligh: 
spuming. To your amazement the flecks of 
light gather and form the shape of a wizened 
man s lace with an arcane siari between you 
and your goal Milgor* Finally, tho time has 
come to face him 

“So we meet again, wamorf Milgor mocks 
you. “H it i& this lovely bauble you des^e. you 
must yet beat me. and I am still your betted' 
You may 3till turn ano leave. Keeping what you 
hove. D14. or prepare to fane what you lead 

It you fight, pick any one ot the following 
that you avoided in the dungeon. 

The venomous manscorpion. 015 

Thu tearsome fiery curtain. 017. 

The dread darkened hallway, D19 

\bu did not avoid any encounters, 023. 

D14. Mflgpr gestures to the door, and think¬ 
ing it the wiser to live to fight another day you 
warily step through where once a barrier 
stood You now stand at the crossroads At 
(MSt you managed to save the remaining 
pearls, arvd you lift them from your pouch 
But ro your dismay, they moft away like fresn 
show* Lose 3 Persistence and go lo E 2 

015. Mllgor’s face shifts ana flows, becom¬ 
ing Ihe hoad of a viper, dripping poison from 
deadly fangs You must fight at a -4 penally to 
your Hi! roll and Milgor may bite lot 1-4 



save, turn to 016 If you slay Milgor. turn to 
D 22 and if you lo*©. read E3 

016. Thp Serpent head darts to beneath your 
guard and snaps at you. but at the last 
moment, someone steps in toe way taking 
the killing blow for you If is the man who 
could not leave h<s room. *1 finally under¬ 


stood.' says he. “It's all os dear as glass. 

and then no dies. ReadD 21 

017. Mllgor's form is nstanily wreathed in 
dark flame and you feel a wave of heat lap at 
you \k>u must tight with a -2 penalty to your 
Hit roll, and take 1 -4 addillonai points ol dam¬ 
age each round. If you take 12 points of fire 
damage, turn to D10 If you slay Milgor. turn 
to D22 and rf you lose, read E3 

DIB. As Ihe tiames sear you again, a familiar 
tall, green figure leaps forward and attacks 
Milgor He is startled by the fury of toe giant 
troll but wfth tho wave of his staff he reduces 
it to a pile ot ash. Tbm to 021 

019. Milgor sneers. -So, afraid of the dark? Let 
me hetp." and tie gestures casually. At once, 
your sight fails and you realize that you are 
blind *>u must fight with a -4 penalty to Hrt rolls 
and saves, and are at 4 to be struck, ft you 
are hit 5 times, rum to 020. If you slay Mrigpr 
turn to 022 and II you lose, read E3 

D20. Wounded and dazed by Milgor's deadly 
onslaught, youi head buzzes. A chill sweeps 
up your spine as a ghostly voice says. 
“Milgor uses trickery: open wide your eyes 
and see." Turn to 021 

021. The Illusion fades and you once again 
confront Milgor Now none of his tricks Wilt 
confuse you. All penalties fade and you gain 
one free attack If you slay Milgor. turn lo 
02 2 . If you lose, read E3 

022. With a lightning swift strike. Mllgor’s staff 
lashes out and you dodge! But your ankle twists 
beneath you and suddenly you are on your 
knees defenseless before the madman's 
blows. In a desperate parry you swing and 
amazingly it dans in beneath bis guard as he 
raises hts staff tor the death blow It crashes Into 
his side. The staff clatters to the floor followed 
by ms crumpled form. 

Standing once again, you recoil in horror as 
you see Mllgor's face dissolve mlo a featureless 
visage. Gain 2 Honor and 1 Persistence 

At fast, you are victorious! The pearls are 
yours! But even as your hand closes upon 
them you hear a dry chuckle Whirling, you 
confront the face of Milgor. gigantic Boating 
In toe air. Well done, warnor!” his voice 
booms. “tou nave been tried and not found 
wanting, step forward for my judgment! " 

Check your Selfishness score II less than 
5. read 64. It not. read E7 

023. Where MilgoYs face once was.there is 
nothing Yob rccoD in honor M1190r gams One 
tree round to attack. If ydu slay Milgor. turn to 
22. it you lose, road E3 


MJUMSra jit?* 


STORY ENDINGS 


Read entries from this section only when 
instructed to, or: 

If Christov dies; or 

Christov loses all of the pearls and gives up. 


El. Christov Dies: You ho blooding on the 
cokl. hard earth. You gulp the dry air, lighting 
for each ragged breath, knowing that soon 
you will broatho your last. 

Belore you sways your nemesis who 
caused your doom. The form blurs, and in 
your blood-glazed gaze, you seem to make 
out a lace lhat changes Irom your molher. lo 
your grandsire. to your brother—the Keeper. 
You have failed them all. and soon the glory 
of Taryion will fade Irom Ihe land lorevfcr. 

The shape shills again, and in youi head 
resounds laugnter. Milgor has come to mock 
your pitiful effods. Your head reels, but you 
struggle to complete one final act With your 
last bit of strength your hand closes on your 
bfOlher's amulel and you crush a, Now he 
will know, he will send another beforo it is too 
late. Now you can die- in peace. 

E2. All the Pearls Lost: Disgraced, you havo 
lost Ihe last of the magical pearts. Your path 
turns back toward Taryion. for you havo no 
place loft to go 

If only you had been more careful. Withoul 
Ihe pearls, how can you, go on? 

You envision the tall pmes ol Taryion the 
verdant abundance, that soon will be no 
more. Can you really abandon hope now. lo 
call un end to thAt glorious land? It only some 
chance remained, lo lurn deieat WHO victory 
Are you ready to let despair claim you. or will 
you sound Ihe clarion lo battle? 

E3. In a flurry ol motion, as f driven by a 
whldwma, the deadly staff descends. U is too 
late lo dodge! 'tour head explodes with pain 
and your vision blurs. Then you are falling, 
and tne cold ground crashes up to meet ypui 
Paltered ribs. 

There is silonce. and then as if from a dis¬ 
tant shore comes the sound of your labored 
breathing. You: eyos glaze and you can 
barely make pul ihe lowering form ol Mitgor 
His cold laughter echoes and to your horror. 


you watch as his face dissolves. 

But something is not fight. He chokes and 
claws ai something There, in fuschest tsihe 
hilt ol your sword, the result of your final 
ihrusl Your death will not have been in vain, 
the monster is vanquished, but the pearls are 
lost forever! 

E4. "I see by your heart lhat you are not a 
tool, but did this deed to serve your people/ 1 
the voice ol Milgor resounds "Yet, how 
strong is your will lo survive?" 

Check your Persisiance score II it i& less 
than 9, read E8 II not. read E5 

E6. Ah. a steadfast spirit,*' murmurs Milgor 
approvingly Still, are you a creature of 
honor?’ 

Check your Honor score II *1 is greater 
than 15, read E6 II not. read E9 

E6. Milgor ponders. You siand in awe ana 
confusion. "Finally, a worthy creature,' he 
sighs. Bui ate you also courageous?" 

Check your remaining XP score. II it is less 
than 20. read E12 II not. read E13 

E7. "A selfish cr«alure? You are beneath my 
notice, and a discredit to your race." Ho 
©hakes his head and me Hourglass begins to 
spin back Your head reels and vision duns 
TLrn to E10 

E8. "Such an unworthy spirit." Milgor shuts 
his ayes and the hourglass begins to spin for¬ 
ward Suddenly you ar© surrounded by 
woods and you leei very tired. Read El 1 

E9. "You are no man of honor' M*goi 
booms, "You are unworthy of Ihe guardian¬ 
ship Begone with you!" And with a nod of his 
head you find yoursel! once again el .lire 
crossroads. The pearls have been snatched 
away, so close to victory Tp>n tu E2 


Ihe woild iitopo 

spinning diK! 


►*>ip ueio«" me t<! 

iceics!* oiaiue 


You feel strange. Something has changed. 
The statue now boars your lace and youi 
form has become lhat ol a human, no Icngoi 
a gtaceful el! What foul irony is this? ,, , 


Your swift stride brings you again lo (he 
entrance to Taryion, but you are denied entry 
"Pearlsof power?" Enan questions "Indeed 
those pearls have long brought bounty, but 
what madness makes you claim they have 
been stolen?" 

You realize you have stepped back in time, 
and now even the chance to warn agam3t the 
theft is denied, for you are an ell no longer 
You are e homeless, forsaken wanderer 

Ell. You awaken in the brisk mountain ait 
tho chill Drinfling now aches lo your bones 
Taryion must lie just below, but the walk 
quickly tires you. 

At last, you sight Taiylon, but it Is a paie 
shell of Ihe glory you remember. Ihe grove 
brown and withered. Quickly you reach ihe 
street and question unfamiliar faces 
Taiylon glorious? Once it was. many.years 
ago. but its power was snatched away and 
the champion never returned. Suddenly, you 
leal very old, and you are lor your faithless¬ 
ness has caused you to sleep your life away 
Now it is too fate, for you and for Taiylon! 

E12. Ah. not so brave But one may do great 
things with faith and honor/ muses MUgor 
"You shall be rewarded " 

As if a door had opened, you find yourself 
at the crossroads. And in your pouch are the 
four pearls, wnite as snow. Is tins youi 
reward? Indeed, on© may go far with faith 
and honor! 

But what was Milgor. ana why the c|vi 
iado? Was it merely, a game ol the gods? 
Your tic-ad is light and youi head swells with 
pride as you return to ine glory of Tarylcn. vie* 
Iphous' 

El 3. The fates be praised At fast a worthy 
race!" says Milgor, beaming, 'll was I vybe 
gavu the elves the Snow Poarts. lo lest Ihoir 
eating, steadfastness, and honor. And you 
their champion hove passod every leal* Ba 
proud The pearls will remain yours and your 
descendants from this day forth!" His voice 
facies along with his face 
Before you the door beckons you to Tary¬ 
ion. You have succ«*tcod aa tew bafoie' 


It 


RANDOM ENCOUNTERS 


Whenever you find a small hex symbol on ihe 
MAGIC VIEWER maps this induatrs a random 
encounter occurs. Consult the following tahlr and 
roll tlic die listed to find the encounter to which to 
turn. Encounters in Gycr arc keyed (RG) and those 
in the Caverns of Couronn arc keyed (RD). 


Gycr Main Strrrl 
Gycr Residential Areas 
Caverns, Outer Ring 
Caverns, Middle Ring 
Caverns. Inner Ring 


RG IdH ♦ 2 
RO I dll • 0 
RD ld6 ♦(» 
RD I<16 *2 
RD ld6 ♦ 4 


Random Encounters in die Wilderness work dif¬ 
ferently Every 6 hexes of movement you sluiuld mil 
Id20 and turn to dial random encounter for die Wil¬ 
de mr-" RW Encounters in the wikk-mevt may only 
lx- av< tided through use of special items or under spe¬ 
cial circumstances. 
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Random Encounters in the 
Wilderness (RW) 

RW1. An uneventful Journey, no encounte' 

RW2. A pleasant trip, navel 2 hexes mere 

RW3. A wind rises and slows the trip Dy 2 
hexes 

RW4. Overcast day; ignore the next 
encounter 

RW5. A rainstorm slows movement to 3 
hexes 

RW6. Old lolks otter you a cart ride; move 8 
hexes next turn and don't roll lor in 
encounior. 

RW7. You meet a farmer returning home. He 
shares a rumor with you (Rumors 1d8). 

RW8. You encounter a nerd o' elk, turn to 

W76. 

RW9. You meet a rogue moose, turn to W3. 

RW10. An ominous droning sounds over¬ 
head You have stumbled beneath a wasp 
ne9t, and the striped warriors buzz about 
your head Do you try to sneak past. W21, 
use an item. W2-1. attack the nest. W26 or 
cast a spell. W27? 

RW11. A pack of wolves dog your trail, read 

W11 

RW12. You disturb a bear rooting at a rotting 
log, turn to W66 

' x 

RW13. A large bird circles overhead, turn to 
W239 

RW14. A party of brigands surrounds you 
Turn to W70 

RW15. You encounter fresh tracks. Roll ld6 
- W49 Check that entry in the Wilderness 

RW16. You encounter a wild horse and man¬ 
age to mount it. You may ride without rolling 
for random encounters until you reach an 
encounter 3pace. then the horse runs away. 

RW17. Ahead, you spot several people in 
need. Roll 1d4 1 RW6, 2 (Rumor 1d81. 
3 RW14.4 RW28 

RW18. Smoke and flame on the horizon toils you 
there is a fire. To fight the fire, treat it as AC 0; HP 
20. Every rouno you fight tho fire, take 104 points 
of damage The hro lasts for Id6 • 2 rounds, Ybu 
may only light using the water Irom your 


waterskin (idiO onco) and with your cloak Od6) 
You may protect yourseil Irom the fire with your 
cloak. 122. It you attempt to flee. Evade - 12 If 
you put out the fire, gain 1 Honor and t random 
Coin worth onotenih its value 

RW19. Your keen sight has detected some¬ 
thing hidden in the undergrowth, roll 1d6: 
1 - worthless junk, 2-3 Com. 4-5 - Rumor 
(d4). 6- Potion 

RW20. A robeo wanderer offers you advice Ron 
1d6. 1-3- Rumor (d6 • 8). 4^ - Read t entry 
from the Scroll of Knowtodgo without penalty 

RW21. Roil 1020 If you roll le3S than 17 turn 
to RW22. otherwise read RW23 

RW22. The angry creatures attack you. use 

M15. 

RW23. Staving calm, you slowly move away 

RW24. What will you use; spfa9h some water 
on them, RW26, cover yourself wllh your 
cloak, RW23. or use some oil RW25? 

RW25. The smoky flames kill all the msects. 
Mark ofMhe chI used 

RW26. What a toollsh choice! The entire nest 
erupts and attacks you! Take 4 points of dam¬ 
age Ybu must reach water, smoko or suc¬ 
ceed at an Evade to escape ihetr stings 

RW27. Check the result of the spoH If the 
wasps survive, turn to RW26 

RW28. The people seem ood and reserved 
They otter you a drink and too polite to 
refuse, you gulp tho fiery liquid. Your eyes 
blur. Roll td20* W10 and move yourself to 
that numbered location 

Random Encounters in 
Gycr (RG) 

RG1. A buz?ing sound grows louder and sud¬ 
denly a dark cloud ot insects surrounds you, 
biting and pinching. Use MIS for the attack. 
After 2 rounds turn to RG11 

RG2. Roll 1d20. If you roll less than 14. turn 
to RG12. otherwise read RG13 

RG3. Ybu spot a cloud of dust swirling in the 
air. and before you can take cover a whirlwind 
whips around you. blowing dust and leaves in 
all directions and tearing your cloak away 
and tossing it into a tree You may abandon 
your cloak or altempt to climb the tree. To 
climb, roll less than your Strength or fall and 
take 1d4 points of damage Ybur teeth are 
filled with grit and you could use a drink. 


RG4. A stubborn water buffalo blocks the 
path You may tum back or fight the beast 

M7 

RG5. What you thought was a Gyenan from 
whom you sought directions, turns out to be a 
hungry roc You may throw it a ration or fight it 
M23. 

RG6. A tumbleweed rolls lazily past, followed 
by an old coot with a cane. He watches the 
tumbleweed and waits patiently when the 
breeze stops Then he moves to follow whan 
it blows again 

RG7. Prom your right you hear the calls ot-a 
swallow, finch, and thrush. From the left 
comes the answering calls of a screech owl. 
robin, and cuckoo "Mine are better'" shouts 
a voice to the right. "Are not. are notl" cries a 
voice from the left. 

RGB. Ahead a cloud of dust and sand billows 
up to the sound ol piping. Screening your 
eyes from the flying grit, you Inch dose 
enough to see it is a large Gyerian blowing 
hard at the ground to sort gravel from the dirt 

RG9. You are startled by a cry of warning and 
look up in time to see a runaway cart bearing 
down on you. A small wide-eyed Gyenan sits 
In it holding on for life. Do you leap aside, 
RG14 or try to stop the runaway cart RG 15? 

RG10. You meet a crowd of Gyorians 
squawking at each other. At your approach 
they turn to you and ask your opinion rf it 
mignt rain or not. Roll two 106 . one for you 
and one for the Gyenans. If you roll higher 
tum to RG16. if they roll higher read RG17, If 
a tie read RG18 

RG11- Suddenly, several feathery forms rush m 
and devour the tasty beetles After a moment the 
cloud is gone and satisfied Gyers walk away 
burping and chirping to each other. 

RG12. Ybu narrowly avoided falling into a 
muddy hole. Others have not been so lucky it 
seems by the looks of the site 

RG13. Ooopsl With a cry you slip and tall with 
a splash into a muddy hole. Now you are 
caked with mud. 

RG14. Ybu dive, and roll out of the way. Roll 
less than your Dexterity or take ld4 points of 
damage. The carl crashes Into the side of a hut 
and the rider is thrown to the ground. In tears he 
screams for his mother, who comes running, 
ducks at her child and scolds you for 'retting her 
child come to harm Lose 1 Honor 

RG15. You brace your feet and grab at the 
cart as it passes. Roll less than your Strength 
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Of lake 2 points of damage However, you 
manage lo bring the cart lo a hall and save 
the child from the Impending crash. He yells 
at you for fuming his fun and bawls for his 
mother, who swiftly arrives and scolds you for 
bothering her child. Gain 1 Honor 

RG16. They have never heard such a clever 
answer and lift you to their shoulders and 
carry you off to one of the Start spaces. 

RG17. What an impolite and scarcely pertinent 
response They start to peck at you. shredding 
your clothes and pulling at your hair Roll Id4 and 
move in a random direction N, S. E. or W. 

RG18. Such an Interesting argument Your 
clever words have trapped you in an aimless 
discussion'for td6 turns 


Random Encounters in the 



RD1. You have mistaken a rock python for a 
piece of rock M24 It gains one free attack. 

RD2. The ground ahead is covered with rub¬ 
ble. To cross it you must roll td20. If you roll 
less than 4. you have stumbled and sprained 
your ankle. will hght at -1 to Hit roll and 
AC. until you are cured 

RD3. The earth at your feet erupts as two furry 
brown figures burst from the floor M12. Roll less 
than your Dexterity on 1d20 If you fail, they 
gain one tree attack each as you stand up. 

RD4. From out of the darkened tunnel ahead 
looms a huge troll M25 He warts »or you to make 
the first move If you use food to bribe it. and 
make a successful Evade roll, you may pass 

R05. A dark, spidery form drops from the 
ceiling to hang in the air by one leg This 
creature is -t to Hit you. because of its pre¬ 
carious position M22 


51. Three golden arrows of energy spring 
from your fingertips to be flung at your foe 
Each causes 1d6 - 1 points of damage 

52. 'fou intone the mystic words and wait in 
anticipation. F»rst the runes of tho message 
shimmer, then stir and rearrange to form logiblo 
verse. Vbu may now under si and the runes, add 
• 34io tho number and turn to that entry. 

53. Swiftly you voice tho phrases and make 
the necessary gestures, casting sand upon 
ihe wmd Up to 20 hp worth of foes that you 
can see. yawn and nod. end finally collapse 
to the ground in a stupor. 


RD6. A rill of water cascades from the ceiling 
forming an icy curtain to the tunnel beyond. The 
floor is slippery; roll less than your Dexterity on 
ld 20 or fall and slide into the next spaco 

RD7. What you took to be a boulder, moves 
and extends black sticky tendrils M5 V*)u 
must fight this creature to pass 

RD8. With a croak a large toad leaps from its nid- 
den vantage on the wall M8 The toad teases lo 
leap at you may attack It or attempt to 
dodge by rolling less than t5on ld20 Itycii fail 
to dodge, the creature gains two free attacks 

RD9. With a scream, a black feline figure 
steps from the shadowy It waves two tenta¬ 
cles at you and waits for you to move Mil 

RD10. A strange insect clicking sounds from 
the darkness ahead. From the ebony curtain 
steps an odd beast, iialf man naif scorpion 
He wields a large halberd while the scorpi¬ 
on's sting arches over his head M19 He 
laughs and sleps forward to attack. 

Rumors 

You may be sent here to learn a rumor when 
speaking ro a farmer or a traveler or because of a 
Random Encounter. When you are sent here, 
roll the die and add the bonus indicated to find 
which rumor to read. 

R1. Beware, strangers may be the cross¬ 
roads highwaymen who waylay travelers and 
steal their valuables. 

R2. II It’s tho seer you seek, she is said to live 
in a cave for from the light of the sun. 

R3. You should seek oul fhe mystic: she 
knows many of rhe secrets of the land and 
tho bane of aft things 

R4. Stay your path from the mysterious, rpiry 
marsht 111 breeds there and breathes there 
Fiery dealh awaits’ 


SPELLS 


54. Are you using this spell to cause a dis¬ 
traction. S18. or during combat. S19? 

55. For ihe purposes of this adventure, invlsi 
bilUy only lasts lor one encounter. Are you 
using tnis spoil to sneak past a foe. S20 or to 
surprise turn. S21 ? 

Sfl. The words shimmer in the air and take 
form until there are four idonfir.af images next 
to yours that do everything you do. Each time 
you are hit. eliminate one of the images Ybu 
do not take ahy damage until all of the 
images aro qone 


R5. Watch me skies for aiding camcn birds: 
ihoy bode ill to at*, pamculaily the tone traveler 

R6. it it's danger you seek or wealth that has 
been stolon from you. the brigands lair Is 
beneath tho Fangs. 

R7. Toe stream runs black from tho regmg spring 
mat chokes on its own Me Beware its anger 

R8. ii seems Ike »t might rein It wifl bo good for 
Ihe crops, bu! you should seek shelter before 
the deluge. 

R9. What a breve and courageous lad you 
are: anc though you must be hard pressed on 
your quest, you take the time to chat with mo. 

RIO. Beware the baneful beast! Seek nol its 
gaze. For only death destruction and 
despair await tlioso who choose to face t 

R11. Turn back from the cowled one. for he is 
deop In thought and HI will surely greet the 
interloper. 

RV2. Speak only truthfully to the oracle, for 
she can read your hoart As« only lor that 
which is your greatest need 

R13. To find the mysterious mystic, turn 
south and seek the one that is twice, twice, 
and twice again better than two 

R14. Among tne fallen glory seek. 

The pendant that will shatter steep, 

Else you're caught by that which creeps. 

R15. IT you must snuff the elephant lord, 
Seek hi9 bane beneath the sod. of fhe faco- 
less, stony god <Add * 1 to that encounter 
when you find it.) 

R16. To enter Milgor's myotic lair. 

Destroy the tablet you find there. 

And as vourself. seek the answer (Add • 1 to 
that encounter when you find the tablet i 


57. This spelt * unpredictable and may only 
be used in combat. To use. roll id-: and add 
• 21 to find fhe entry to read. 

58. Are vou using this spell outdoors S26 or 
indoors. S277 

59. Your heart races, and your step quick¬ 
ens. you may move twice as fast rolling for 
encounters only once every two moves., It 
you have an encounter during this time, you 
gain one free attack each round in addition to 
normal attacks At the end of an encounter, 
the spell ends 


510. Are you using this spell on a single tar¬ 
get. S28. or on several creatures. S29 9 

511. Are you using this spoil outdoors. S30, 
or inside. S31? 

512. You summon the runes and fling the 
dark, syrupy liquid at your opponent Your foe 
may make a Saving Throw to avoid the 
©Meet II the savo succeeds, you gain one 
froc attack because you startled him If the 
save tails, you gain one free attack each 
round In addition to normal attacks. You may 
also evade at 4 

513. Your magic words form a rime of frost on 
your foe and he now suffers a -4 penalty to his 
Hit rolls and saves. 

814. The final words of the incantation lift a 
mighty weight from your heart and you are 
free at last from the effects of the curse 

515. Are you using this spell on n tangled 
growth of plants. S32. or on a plant monster. 
S33? 

516. Amber flame erupts from the ground 
enveloping your foe This spell eliminates up 
to lour figures from a light Those creatures 
"immune" to the spelt may break through the 
wail, but take td6 points of damage If cast 
on a troll, ho will stop regenerating. 

517. The earth beneath your foe s feet dissolves 
into a muddy morass, minng him down and giv¬ 
ing you ono free attack each round m addition to 
normal attacks Mxi may automatically evade 
without being attacked as you flee. 

SI 8. Cleverly you throw your voice behind your 
opponents “Shhn' Quiot we don’t want them 
to know we are here.*’ you whisper Nbur foe 
responds, turning his back to you to face the 
voice 

519. Just before you leap to the attack, you 
cast your voice behind your foe in a blood 
curdling cry. startling your opponent and 
gaining you one Iroe attack or a * 4 to evade 

520. Cautiously you Inch past, but you cannot 


lb determine a treasure randomly, find ihe 
type. Next, look at the Treasure Chest on the 
cover and using the MAGIC VIEWER 1 * screen 
look at one of the treasures of that type. You will 
find an index number. Now turn to the table 
below and roll the dir indicated. Add the Ihidu* 
and index numbers. Read that numbered entry. 

For instance: if the monster you defeated has 
"coins" listed as the type of treasure, you pick 


soo whore to place your leet and something 
snaps Your opponent may make.a save. If ho 
fails you evade him, out if he succeeds he 
attacks at a -4 penalty to his Hit roll Once you 
attack back, the spell and penalty ends 

S21..Your cautious steps bring you withlp 
striking range You may attack tor one round 
free, or cast a spell, but then the spell ends 

522. From the pinch of powder and fluff a 
thick mist boils up obscuring you and your 
opponent. You are both at a -2 penalty on Hit 
rolls and you may add • 6 to evading 

523. You concentrate and call out as if to a 
Mend. Tbu bond the shape of your shadow 
and from behind you steps that which your 
foe fears the most. He must save or flee. If he 
saves, ho gains one free attack 

524. You gesture to the ground and tire 
erupts in front ot your foe He must save or 
flee fmm the fire. If he saves. fa may not 
attack this round 

825. You bend the light with your arcane 
words and suddenly you are hidden in the 
form of a tree YOu automatically evade if you 
choose, or you may gam one free attack but 
then fhe spell »ades 

526. A web net spins from your hands and 
entraps up to four creatures If they fall their save 
Those caught may bo considered eliminated 

527. A web shoots from your hands and 
blocks the passageway allowing you to auto¬ 
matically evado The web may snare up to 
four creatures if they fail their save. To pa$s 
the web takes one turn to cut it down 

528. Your words are a net in the air and fly fo 
bind the creature. This creature must save at 
a -2 penalty or is considered defeated 

529. ^ike a mighty web. your words spin out to 
ensnare your enemies Up to four persons may 
be affected by thh sped and must save to 
avoid Those affected are considered defeated 

530. The fiory missile bursts from your hands 


and explodes befqre your foe. setting small 
grass fires and scorching the land The spell 
causes t0d6 points of damage, but he may 
save to take only half damage 

531. A blast of heat engulls you as the flam 
Ing spell explodes in front of your foe The 
spell causes t 0 d 6 points of damage, and 
your foe may save to take only half damage 
But because of the low ceiling, the bail of 
flame reaches you and you are caught in the 
backwash, taking half damage or saving to 
take only ono quarter damage. 

532. The plants before you wither and shrink 
until a clear path opens belore you. 

533. The aetd words drip from your tongue 
and sear the leafy appendages causing 20 
points of damage to the carnivorous plant 

834. For the purposes of this adventure this 
spell only lasts for one encounter. Are you 
casting this spell In Ihe open, S40. or in the 
woods or marsh. S41? 

535. You feet a tingle in you" ankles, which 
grows to be unbearable, so you pull of! your 
boots Small wings have sprouted from your feet 
For 12 turns you may move from one location to 
the next Ignoring all wandering monster 
encounter rote This also allows you to attempt 
to evado without your loe gaining a free attack 

536. This spell can only be used in a stone build¬ 
ing or caverns lo move in a direction where them 
is no path It will not work on wilderness paths. In 
Gyer. nor when trying to reach the center ot the 
dungeon You may move one space in a direc¬ 
tion in which there is no path 

537. This spell will open any one locked door 
or chest or untie ropes when cast 

538. A poisonous cloud billows from your 
sleeves but a gust of wind blows the cloud bock 
in your direction. Vbu and your foes both take 1 
point of damage tor each round in the doud 


TREASURES 


one of the coin* in the treasure chest, and you 
find the index number 3. The table below says 
roll Id6+I5. The roll equals 18; adding 
the index + 3. the entry lo read is T2 1 . 

When you find a chest, you will discover three 
index number*. Each chest will be trapped so select 
one of the three numljcr* and add to a trap roll. 
Each chest will contain a potion, coins, and some¬ 
thing special, found under the chest entry. Select 
one index nutnlx-r for cadi item and roll for that 
type of treasure 


Treasure Type Die Roll 


Potion 

ld8 + 5 

Coins 

1 d6 ♦ 15 

Bags 

ld6 ♦ 22 

Scrolls 

Id4 ♦ 32 

Rods 

Id4 ♦ 36 

Chests 

ld2 + 45 

Traps 

ld2 + 51 
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T56. Jnere is a flash that blinds you for 10 
rounds. -4 to HU rolls and AC Roll a Random 
Encounter for that area 

T57. There Is a deafening boom and tne 
chest springs open with a cloud of smoke 

T58. There is a hissing sound as a vile gas 
billows out, Roll 1 d20. subtract your Constifu 
lion, and take that much damage 

T55. Ybu gulp the contents and color returns 
to your flesh as the poison damage is cured 

T60. One swallow and your muscles start to 
bulge, ripping your clothes to shreds as you 
grow 10 feot tall 'fou cause double damage 

for 2 rounds 

T*1. One drop and the crack mends. |Oinmg 
the two pieces You may use this three times 

T52. Miraculously your wounds begin lo heal 
and the aches leave your bonos Cura 
1d6 *-1 points of damage 


110. You play a calming melody and the crea¬ 
tures stop milling about and doze off 

111. Do you want to entangle a foe. 119. pull 
yourself to safety. 121 . or cross e gap, II j? 

112 . Do you want lo protect yourself from fire, 

122. defend yourself, 124. distract a foe. 123, 
or alienee a man, 125? 

113. You may attack with the grapple (id4) 
with a -5 to your Hit roll It you hit, your loo 
must save o t you trip him and gain one free 
attack or automatically Evade. 

114. lo open this /tom. rofl 1 d20 • 4 i&ubtrac*4,if 
you use a grapple to pry) If the roll is greater than 
your Strength you tail and may not try again. 

115. Do you want to chop something. 126. or if 
you are in the woods. Duito a raft. 127, or build 
a ladder. 128? 

115. Do.you want to Olind a foe. 130, or defend 
yourself. 131? 

117. Do you want to tnp your foe. 132, loosen 
a stuck object. 133. or burn a foe. 134? 

118. You may only* use a rope that ts long 
enough to cross the gap. Ropes may be tied 
togolncr Yfou fling a loop at a boulder on the 
other side. You must roll to Hit AC -2 You lose 
•he rope afterwards 

Once you lasso the rock, to climb across 


T53. You tade from sight Read the entry for 
the Invisibility spell. S5 

T54. Quaffing this potion you feel you can 
climb waffs and ceilings wiih only one chance 
off f d20 of falling for every space for 6 turns 
if you fall, take id6 points of damage 

T65. This elixir rushes healing through your 
blood Cure 3d6 * 3 points of damage 

T66. Thii potion left you levitate'above the 
ground and lasts for 6 turns. If you are in a 
building or cave you may move by pushing 
against the ceiling ai the rate of one space 
per turn. II you are in the wilds roll 1d6; if you 
roll o t there Is a wind that blows you 2 d 6 
spaces in a random direction (t - NE. 2 E, 
3 - SE, 4 - SW. 5 - W. 6 NW). 

T67. Your skin takes on a ruddy hue and you 
feel Immune to normal llama Gain *2 
against fire attacks and -1 per die of damage 

T80. Th*a is a st a/I of striking with 8 charges 
•eft Each charge causes 2d6 points 6f dam- 


ITEMS 

you must roll less than your Dexterity 'oh 
id20. If you fail whilo crossing wafer, turn to 
135 Otherwise, roll tdfl W130 and turn to 
that entry. Then you must climb out of the 
hole, W130 

lit. You must roll to.hit AC -2 at a-2 penalty. I* 
you succeed, your foe must roll greater man 
•is Evade or fall, giving you three free attacks. 
Yfou lose the rope 

120. Roll to hit AC -2 with a -6 penalty You 
may not attack this round. If you hit. turn to 

136. 

121. Your desperate throw snags a branch 
and you haul yourself out of the mire. 

122 . You douse your cloak with, your remain¬ 
ing water and wrap It about you. Your cloak 
helps you avoid 1 point from fire damage 
every round, for every dnnk you had left 

123. The cloak adds A to your Evade 
chances and causes your toe to attack at -2 
on Hit rolls 

124. You wrap one end of your cloak around 
your arm and snap the free end at your foe, 
causing a -2 penally to up lo 2 foe's Hrt rolls 

125. You may attempt ro pop your cloak over 
a man's head and knock him out Roll to hit. 
your foe is allowed lo make a save If he su& 
ceeds. he rips loose and attacks. 


age if you hit. After, this ft Is just a normal staff 
that can cause id6 points of damage 

T89. After careful study, you realize fortune has 
smiled on you, for lliese boots are made ol sal* 
mandor skin and will allow you to walk through 
hoi coals without damage and reduce damage 
from fire by -2 por die of domage 

T70. You lug on the belt, and suddenly you 
teal your breath being squeezed away as the 
belt constricts causing id6 points each 
round until It 1$ destroyed You may only fight 
with a dagger AC - 0 and hp 13 

T71. Ybu strike a resounding blow and the staff 
breaks, causing 1tJ4 points to you Yfaur foe gains 
one free attack while you change weapons 

T72. This scroll contains doudklH. S38 and 
remove curse. Si 4 

T73. This scroll has a tty spell S35 

T74. This scroll contains knock. S37, 
passwail. S36. and fireball. S11 

T75. Turn to 162. 


125. You swing'your axe and wood chips tty. 
Roll 2d20 to find this .tern's hit points. Every 
live chops you must roll and consult the 
Random Encounters 

127. You cut logs and vines and fashion a 
crude raft (hp 10). To cross a hex of water roll 
Id20 (*f on the river subtract 5) if less man 6. 
you are carried one hex to the east 

125. Cutting a long pole and crosspieces, you 
fashion a 20 -foouall ladder it may be used to 
climb one object, but you must leave il 
behind Carrying a ladder across open ter¬ 
rain slows your movement. Roll a random 
encounter every three hexes. 

K29. You flash the silvery surface in your toes 
eyes! M must save or the creature gives a 
final shriek and stiffens, fuming to stone 

130. This will only work outdoors. You reflect 
the blindrng suntight into your toe's eyes. If 
he tails to save, he suffers a -4 penalty to any 
rolls for 2 rounds. 

131. Ybu brace yourself behind your shield 
not attacking this round The shield allows 
you to subtract 4 points from each attack that 
hits you this round 

132. Ybu spill the oil on the ground Your foe 
must make an Evade roll to avoid the oil each 
round or slip and fall. If he falls, you gain one 
tree attack or automatically Evade. 


133. You rub the oil onto the stuck object and 
it comes loose Oiled hinges will open silently 
and you may pick an oiled lock by rolling less 
than your Dexterity on id20 

134. You strike a flint to the oily rag and hurl 
the fiery missile—roll to hit. The fire burns for 
2 rounds. If you miss, your foe must Evade, to 


M28. Finally the thunder ot a hundred 
hooves fades as the herd flees 

M29. A sudden swirl at your feet and the air is 
filled with a blinding cloud for 2 rounds; -4 on 
your Hit rolls during that time 

M30. Something snakes around your ankles 
and yanks Roll less than your Dexterity on 
Id20 or fall; it takes one round to 3tand up 
While you are down, the creature attack^ af 
* 4 to hit and you are at -4 on your Hit rolls. 

M31. The creature charges causing double 
damage. 

M32. You feel a violent tremor shake your 
form, make a Saving Throw vs. Stone or 
transform Into granite 

■433. The creature charges and misses, silo¬ 
ing face first into a pool of mud. blinding itseit 
for 2 rounds, l! attacks at -4 until it can see. 

M34. The creature attempts to fiee. Roll td20 
and if greafor than Evade number, It flees. 
You gain one free attack at * 2. 

1135. Careful to avert your eyes, a sudden 
hiss startles you and you find yourself face to 
face with the creature; Saving Throw v9. 
Stone at-5 TurntoM32 

1136. m a Hurry of motion the creature leaps 
cn your back Until you cause 10 points of 
aamage to the boast, your attacks and sav¬ 
ing throws are at - 2 . 

1137. The beast roars and knocks your 
weapon aside. At the last minute you swat its 
nose The beast howls in surprise and flees in 
panic. 

M38. The beast turns back to a half-buried 
log he was sniffing and rips it open witn a 
swipe of h« claws A swarm of Dees, Ml5. 
rush oui and you must now fight them also 
The beast is not affected by the insect 
swarm 

M39. The creature sweeps you up In a bear 
hug, causing 2dB points of damage then 
drops you. 


avoid being forced dock into the flame. He 
will take 1 d 8 points each round in the fire 

135. You splash info ihe water Roll 1d20 * 4 
II the roll is greater than your Strength, take 
id4 points of damage and you are swept one 
hex east. Roll again until you escape 


MONSTERS 


M40. To your hoftor. you lino that while you 
parried tha monster's attacks, it captured 
your feet Now you may not Evade. 

M41. If you struck the creature with any 
weapon, it divides into two identical crea¬ 
tures. but with attacks ot only 2 d 8 

M42. One of your foes panics and flees 

M43. At Ihe last moment you dodge aside 
and Ihe enraged creature crashes f>ast you. 
taking id 10 pbirits of damage. 

M44. The beast snorts in disgust and rashes 
on. having bluffed you to riove aside 

M45. ' no oeast's charge was so quick, you 
are caught on its horns ana tossed to the 
ground. If gams one free attack white you 
stand up. 

M46. You fling dupt m the monster's- taco 
and when it lunges blindly il swallows a rock 
instead of you. taking idn points of damage 

M47. Abruptfy, a long longue lashes out and 
catches you. pulling >t>u to Its mouth You will 
be bitten automatically each round and light 
at -2 

1448. The baielul gleam ot the beast’s eyes 
catch your gaze and you must make u Saving 
Throw vs Stone at -4 If you tall, the beast 
gams 1-4 free attacks 

M49. The mighty beast rears back and lets 
forth a terrifying roar. Fight at -1 for rest of 
buttle 

M50. With a deadly swipe of its claws. Ihe 
oeast knocks your weapon from your hand 
and qeins 2 tree rounds ot attack 

M51. The creature rears on its hind legs and 
breathes deadly lira tor 3d6 points ot dam¬ 
age. 

M52. '"he beasi steps bock, dismayed Wilh 
a scream of outrage it flees. 

M53. With a flying leap, Ihe beast Knocks you 
over and lands atop you. It can rend with its 
claws for Id8 points of damage and you 


06. Vbui loop snakes around Ihe beast's nock 
and with a bound you aro on its back. The beast 
may not attack, but tries to buck you off Roll 
1d20 each round and if less than your Dexterity 
you tat! oil taking td8 points of damage (turn to 
i d6 * W130 if the creature can fly) Ybu suffer a 
•2 penalty to your Hit roll while r.dir>g and treat 
your Dextenty as -2 if you attack. 


attacx at -4 until you cause 10 points of dam¬ 
age and can stand up. 

M54. With a challenging shriek the beast 
bites at • 2 to Hit for id6 points of damage 

M55. The beast locks its jaws apd holds on. 
sucking 2-8 points of blood each round 

M56. Tha odd creature lets oul an ear 
splitting squawk that stuns you and if hoes in 
haste 

M57. The creature begins to cry most pite¬ 
ously. You may stop fighting or continue, but 
lose 1 Honor 

M58. 'he creature lets loose an astonishing 
sneeze Roll less than your Dexterity or be 
bowled over for Id4 points of damage, and 
take 1 round to stand back up. 

M59. At the last moment you leap away as 
Ihe monster's blow crashes mlo the grounrj. 
You slap ms knoe. with the flat of your 
weapon, tripping him. Ho comes crashing to 
the earth, taking 1d6 point® of damage But 
the ground tremors knock you down too 

M60. Tho monster seizes a boulder and hurls 
n af you. Ron again to Hit at »2. fo* 3d6 
points of damage 

M81. The monster grabs you and hurls you to 
the ground for 2d6 points of damage If gains 
one tree attack while ybu stand up again. 

M62. The swarm efings to you and follows 
where you run causing 2 points of damage 
each round until you reach water, smoke, or 
heat at which point you Evade You may only 
swat using your hands at -2 causing 2 points 
of damage each round por hand 

M63. II you manage fo hit the insects you 
take only 1 point of damage that round 

M64. <bu weapon swishes past where the 
beast last stood as it burrows away swiftly 

M65. With a sound like stone grinding, a 
magic aura surrounds the creature and it 
gains one free attack per round for the resi of 
the encounter This can happen only once 
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M66. Suddenly fhe a r above you changes lo 
earth and falls on you lor 2d6 points ol dam¬ 
age 


M81. Vou are caught In ihe Smothering 
embrace of the creature and take another 
2 C 6 potnts of damage, 


the ground Your Hit rolls arc at -2 Iron this 
point on, The pack gains one free attack 
each round 


M67. Your foe’s swift defense parries your 
next attacks Ybur Hit rolls for the next round 
are at -5, 


MW. With Winding speed, your toe dodges 
your btows and takes no damage, gaining 
two free attacks 


p: M69. Thu honor!ess hand swings at your 
logo; roM less than your Dexter»ry on ld20 - 4 
or trip and tail. Your foe gains, two free 
R attacks. 



M70. i he foul breath of this ^reaturo poison* 
lungs, ^ake a Saving fhipw vs Poison 
•3 Failure results in.a loss of 1 pom! per 
round until you find an antidote 


.1 
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M71. With distinct disdain the creature turps 
his back to you; gain one ire© attack or auto¬ 
matic jEvade \S you choose. 

M72. Throwing hack la he<iU. th«* crpdtuih 
tots loose a terrifying trumpet of victory. You 
must fight at -1 for the rest of the encounter 


M73. n>e creature hQ3 grabbed you In its pin¬ 
cers and drawn you Info the grip of tWswny 
tentacles on as chest Ybu are trapped and 
lake 2dt> points of damage each round It 
may also attack You face a penalty to your 
Hit roH6 and AC 


M82. You are caught by the beast and noxt 
round you will be dr3wn into its clutches and 
automatically take 2 d 8 points of damage 
You must cause 19 points ol damage tor it to 
release you. 

M83. With surpr iso if leaps at you jnd only at 
the last moment does a desperate swing of 
yoiii weapon crush the creature’s head. It 

thrashes on the grouno in tin death throes.' 

M84. rrtecreature retreats backward up-the 
wall and studies you. If you try.to pass, roll 
1(320 and it .greater than its Evade roll, a will 
attack again. 

M85. Tho creature's dark utu^uw looms big¬ 
ger and you ledp.to th^ side as. it .crashes 
headlong into the place- where you stood. 
The creature receives 20 ppm is of damage. 

M 86 . The creature dives at you causing dou¬ 
ble damage. 

M87. With a screech the beasi seizes vou by 
tfu* shouldors and lilts you Into the air. crop¬ 
ping vou in the nearest woods 'or 2 d 6 points 
of carnage and then flees. 

M88. The croatuie attempts to coil about 
you. Vbu must roll to Evade the attack or it 
causes 2d4 points of additkma' damage 


M97. The putrid polsoo burns, youi flesr. and 
you must make a successfulSaving Throw 
vs Poison at -6 or take 8-aodt»jonai points ot 
damage, 

* * a 

M98. The monster buffets you- roll less than 
Dexterity 01 fall The mqnslef then gains one* 
tree attack. 


M99. 


Turn :o wee. 


M100. Whatever has attacked you has 
clomped onto your leg and causesH point qf 
damage&ach round plus 1-4 point?'from tis 
sharp claws This vyill continue' unfit ypu 

stass®**® 


cause ^pomliordai 


end attuctc‘ nontMtly 
yo&jflay. mtach at- tA. ~, 

v 1 1 ” f ** 



thereto marry Milgor'stac- 
a heitt lour hits you make do not 
count Milgor will attempttollee. untess this 
the center or iho Caverns 
1 fights To the death He must rpfl less 
ECffde to ** ’ 



Ml02. Strands of web spring from his hands, 
you must make a successful Saving Throw 
vs. Spells at -4. Milgor gains four free 
uttacks Unless this takes place in the center 
of the caverns where ne fights to the death, 
fie wifi flee 


M74. Your toe makes mystic passes In the air 
and suddenly darkness surrounds you Both 
your too** and your Hit rolls are at -4 for the 
re$t of me encounter 

* *; U «4)» • * 

M75. Your foe chuckles cruelly ana speaks 
arcane words, and yog feel weaker; your Hit 
-oilsa»e at 1 for the reslot the encounter. 

• t • » . . 'I* ** . • 4‘ k. - W *4. ^ 

M76. With astounding speed, your fop 
deflects your blows and ga»p* one.,free 
attack. 

M77. With a sweep of his weapon, the crea¬ 
ture hooVt your tog and 3*tempts to trip ycu t 
Boll less.fhan veur DoxterHV'or'ha gains two 
free attacks 

M78. M'tgor SmHes styty and mfcWr, n my$to 
cal pess in the iir. Rolf W' 100 and 
rh3t entry. 

M79. The banto s close and you can fool his 
hot breetn in your face, when to your horror, 
his face- is suddenly replaced by a vast D«ank- 
ness Make a lucoesslul Savirtg Throw vs 
Wands or he gams two Ireeattacks. 

M80. our feet are irsipped and you may not 
Evade nuw 


M89. The croature flings back «»s head and 
bellows: make a successful Saving Throw vs. 
Stone or your Hit rolls are at t lor the rest o* 
the encounter 

M90. The cunning creature stoops ana tlings 
Sand in your taco..Winding you and gaming 
two free attacks 1 ** 

M91. Your weapon slashes tmd a^iuyv tlio.s 
Off. To your horror the creature stoops ana 
reattaches it. recovoring an addlfionat 3 
pp»n»s of damage 

M92. ■' you n a c- 

ertitracc’ Yo'U muV roll less than yojr 
Strength to escapfe o* e&'e toko rde points of 
damage' dtteh turn ft rtf ay ateo ahempt to hit* 

you " vr* “ n 

♦"> .*% *•»!».* 1 4 -toiw - «. •. 

M93. Hie beast howls and attempts to beat 
thtr fire dufc It can no longer regenerate 

M94. Whining and snarling, the neasld 
retreat 

M95. he wary beasts pace in circles about 
you. Ybu may treat this like the start of a new 
encounter and cast a spell 

M96. T he pack rushes in and knocks you to 


M103. Suddenly, as 1 ! a hand was* pushing 
yotf* you are hurtled, back and take ld6 
points. Unlotis this Urftes place in the centei 
of the caverns who^ tw tigh^ lo the death. 
Milgor will have vanished whw vou return. 

- 

Ml04. Milrjor suddenly leaps mto tnemr Re 
gams on'aJrfle attack for grounds and may 
attempt # llee by totting less than his Evade 
numb*-r Ufifess tnlfi is the center' ol .the 
oaverijs Vdiere he flight to death. 

M10S. riu, deadly ytmgol thd creature drfps 
venom, and you must make- a successful 
Saving Throw vV Po&on at !2 erdie Everi lt 
ypo sa-/6. you on- suitmed -«nd the creature 
gains tw£ Wo atucl^ . " ^‘v V 



• U *..l 
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New Monsters 


Ash Crawler 



Armor Class: 

6 

Hit Dice: 

3*1 

Move: 

60'(20') 

Attacks: 

1 bite ♦ special 

Damage: 

2-8 

No Appearing: 

1-6(1-12) 

Save As: 

Fighter 1 (special) 

Morale 

10 , 

Treasure Type: 

V 

Alignment: 

Neutral 

XP Value: 

50 


Ash crawlers are large, hog-nosed, railikc 
creature*, about two feel long with a four-foot- 
long, naked tail Their grayish skin is flaky and 
sheds in ashlike sheets. They can naturally resist 
fire, as the spell, and prefer to inhabit warm 
areas with their own source of fire. They always 
protect their source of fire, and attack invaders. 
Ash crawlers’ lairs are carpeted with two to four 
feet of fine ash and sheddingx, through whic h 
the creatures burrow. 

Ash crawlers feed most commonly on rodents, 
birds, and vegetation which panes near, or falls 
into, the ash. Often the lair smells of seared flesh 


Armor Class: 

3 

Hit Dice: 

3 

Move 

150' (50') 

Attacks 

2 claws/1 peck 

Damage: 

1-4/1-4/2-8 

No Appearing: 

1-4(10-40) 

Save As: 

Fighter 3 

Morale: 

8 

'IYcasurr Type: 

K. O 

Alignment: 

l-iwful 

XP Value 

35 


These intelligent bird-like creatures arc gen¬ 
erally 3 to 4 feet tall, but may be as tall as 6 feet. 
Their bodies are covered with line pale feathers; 
their arms have longer feathers that give them a 
wing-like appearance. However, Gyerians can¬ 
not fly They possess thin graceful hands. 

Gyerians are very excitable, and extremely ner¬ 
vous and impatient. They do not care for humans, 
but get along with elves. They grow and cat nuts, 
berries, rcxits, insects, fish and snails. They arc also 
known for their fascination with bright shiny 
objects, and treasure gems and baubles. 


and wood smoke, and the air is hot and difficult to 
breathe, preventing any swill actions, 'fhese Ix-asts 
are drawn to movement in the ash and bright col¬ 
ors. They dislike water and curl over their fire 
source to prevent it from bring extinguished 

Ash crawlers attack by biting ;uk! then lot king 
their jaws. Any successful bite, means the rrraluri¬ 
bas attached itself to its victim, and each subse¬ 
quent round it automatically causes 1 point of 
damage from the bite and automatically hits with 
its two claws for an additional 1-4 points of dam¬ 
age. The creature continues to attack until it takes 
f> |x»int\ of damage, at which point it falls off and 
must then attack again normally. 

Ash crawlers gain * 4 to their Armor Class 
when hidden beneath the ash, but lose this 
bonus when they are attached This + 4 bonus 
also applies to the beasts' Saving Throws. 

The ash crawler’s long tail is prehensile, and 
may be used to snare an opponent and drag it 
beneath the ash The tail may not be used while 
attached. To use its tail, a successful Hit roll 
must be made and then the victim must roll less 
than his or her Dexterity on Id20 or fall. Those 
fallen into the ash are ♦ 4 to hit and strike at -4. 


Gyerians live in small settlements built on 
plains or in wild woods Their villages are 
always named Gyer, and arc composed of nest¬ 
ing huts woven from straw and branches, 
daubed with mud These villages are at best only 
temporary domiciles for they migrate cast to 
west every spring, returning in the fall. 

Gyerians attack by kicking with their three¬ 
toed feet and jabbing with their hooked, 
beaklike nose However, most Gyerians ure 
cowards and will cither babble, flee, or cry. The 
very nervous ones have l»ecn known to sneeze; 
little • an stand up to the sneeze of a Gycrian. If a 
Gycrian sneezes, anyone in front of it must roll 
less than his Dexterity on 1(120 or be bowled 
over for 1-4 points of damage, and then must 
spend one round standing up again. 

For every 10 Gyerians in a flock, there is one 
cockrobin (AC 2; HD 5; Atk I -6/1-6/2-12). A 
flock is led by one rooster (AC I; HD 7; Atk 1-8/ 
1-8/2*16). 
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Companion Level Soio Adventure 


Mystery of the Snow Pearls 

Anne Gray McCready 

SCANNED BY: JACK IX KNIGHT 

One of four magical, snow white pearls pro¬ 
tecting Tarylon has been stolen! And you, a 
Companion level elf, are responsible for Its 
safe keeping. Mow the very existence of your 
beautiful village is threatened unless you can 
find the powerful pearl. Milgor, the evil wizard 
with an evil sense of fun, challenges you to find 
the pearl, and return it to Tarylon. 

But it’s not that easy. 

Time is running out while you try to discover 
and solve the riddles of Milgor in this exciting, 
puzzling adventure. Time is running out for 
Tarylon! 

This adventure uses the Magic Viewer ’ sys¬ 
tem to reveal hidden encounters, puzzles, and 
traps. 

This adventure is for use with the DUNGEONS 
G DRAGONS' Basic. Expert, and Companion 
Sets, and cannot be played without the DGD 
rules produced by TSR, Inc. 
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